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Shigeru Miyamoto's Super Mario 64 is the mast impressive ' 
videogame of all time. But what of Ilia rest of Nintendo 64's 

lioo-up? Cnn a gam- to~«l. Hnhw -htli Jurt «• WlUmw 

title? Next Generation's investigation begins on page 36 
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He's Back 

Without Super Mario 64. Nintendo 64 would be 110X11 I H^. 
With Super Mario 64, Nintendo 64 is 6 V© I yX D I N^ . 

It really Is as SlIftplG as that. The range of Nintendo 64 games revealed so far are Shocking in their mediOCf ity. 

3ure. PHotWings 64 is exciting. WaveRace has potential, and there's no arguing with the pedigree roots of Doom* Cruis 'n USA, and Super 
Mario Hart. But it's Super Mario 64 that is causing all the ©XC itGJTIfint ■ 

The game s scope, depth, and sheer brilliance is m$t DTGclthtQKi Hg. 

Graphically, Super Mario 64 CXC66C)Sanything seen Outside an arcade, But it IS the gamepUiy that will have die-hard 
gamers Salivating. Indeed, those who have not experienced the SUpFOIIIG pIciydbiNty and depth or 

Nintendo's in-house 8-bit and 16-bit games may appear slightly ambivalent toward Mario's 64-bit debut. But don't be 
fooled. This is as much a gamer's game as it ts a sure mass-market blockbuster, 

But what of Nintendo 64's future? can gamers bok forward to a new golden age of genre-busting, 

revolutionary, 64-bit titles? Oris Nintendo 64 dOOmed to be remembered as a 

OriG-iriCk pOny? After all, how will other games even begin to match the Q U 3 1 Jty of a 
project that took two years, 40 full-time staff members, an unlimited budget, and the 
gOlden tOUCh of Shigeru Miyamoto? 

A Wary eye is cast over Nintendo 64's Cn3l1CGS 

of dominating 

Sega and Sony. 

Page 36 is where it 
all begins- 
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Nintendo, Sega, and Sony under one roof 

In a Next Generation exclusive, interviews with the U.S. heads of all three console powerhouses are merged to provide a rare look 
how three different people can only agree co disagree, It will prabit*- get us in trouble, buc hey — they can't sue. On they? 
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10 reasons why Nintendo 64 will >. 

It's unlikely, but Nintendo 64 has some serious flaws that nay doom 
explains, why having ihn best games and the best [ecftnolugy dacid'i 
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■ Song & Sega prepare for NM - £': the aftermath ■ Latest M2 news 
sndo'sHiroshi YamaucN talks tough ■ Can Sega's; NetLink suMeed" 



Nintendo, Sony, and Sega 

Let's just say it's probably good, they wt 
the same roorn when we did thi 
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tsc information from the world of gaming 
Arcadia [coin-op news and updates) 
Movers & Shakers (business news) 
Generator (word from the developers) 
The way games ought to he 

Joyriding (online gaming news) 



Save cash and time 

Subscribe and you'll save money and have each is 
delivered by a uniformed agent of the irate 
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Super Mario 64 

Shigeru Miyamoto takes on 3D — the fete of 

console gaming will never look the Same again 



10 reasons why N64 will succeed... 

Ii sumess guarantied for- Nintendo? Not necessarily 

...& 20 reasons why it could fail 
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Alphas 

Previews of next-,generaiion games in development 

from around the world., featuring: Nosologic (profile)'. 

Afatfden '97 (mulci); Pilocwingi 64 (N64); Destruction 

Derby 2 (PS-X);Wipeout XL (PS-X); Sh.ning Sword 

(PS-X); Soviel ilrifce (multi); Montezuma's Return (PC); 
Balfofaier Champions (multi) 



Finals 

10 pages of killers reviews, including; Tekkcn II, falling 
Zdnejumpiog Wot W2. Tip Curl (K-X):Ahnt in liie 
Dorh, NHL Poweirptoy '96, Shelfjfiock, Golden Are: The 
Duel (Saturn); OmoKpto. EatihSiege 2, Duke Nukem 3D, 
Ftwwsy General. Strif* (PC); X-Wing (Macintosh); 
Olympic Summer Comes (Super NES); Time Killers 
(Genesis): War (Wi, Run and Gun U (Arcade) 



http://www.next-generation.corn/ 



Next Generation Online 

Other sites talk about daily updates and exclusive 
Wc have them Check it out for yourself 



Letters 

Never mind the fawning, here's the only game it 
lotters page that actually answers tough questio 



Ever want to shoo kids o 
by saying "Back off, 



e way at the arcade 



Finals: 24 game reviews 

The good, the derivative, and the uninspired. We play em all, so you don't have to. Including; 
Tftkfcen ^Jumping Hosh!2 (PS-X): NHL Powerptoy '96 (Saturn); Duke Nukem 30 (PC) 



Next month... 

NEXT Generation w2l arrives on newssu 
August 20ih with tire 100 best games of all ti 
your personal favorites make the cut! 



EVERYTHING YOU'VE HEARD IS TRUE. 
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THE GREATEST FIGHTERS ON EARTH 



HIT IN SEPTEMBER. 



Take three rival game companies. Talk to their presidents separately. 
Mix the three interviews together to create a hearty stew of intellectual 
debate (or a heapin' plate of hot air, depending on your point of view)... 
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t May's E 3 (Electronic Entertainment 

I Expo) in Los Angeles. Next 
Generation interviewed at length 
the heads of 5ega,Sony. and Nintendo, 
separately. The following piece is a fusion of these 
three independent interviews. Don't mistake this 
for a round-table discussion (at no point did 
Sony's Jim Whims and Andrew House, Sega '$ Tom 
Kalinske, or Nintendo's Howard Lincoln actually 
meet — at lease not on Next Generation 
business). Instead, regard this as a collection of 
different perspectives on common themes, namely 
the issues surrounding Nintendo 64: cartridges 
versus CDs; quality versus quantity of software. 32 
bit versus 64 bit, and Trip Hawkins' views versus 
those of almost everybody else. 

The end result is a textbook example of 
how. in a world of "media-trained" executives and 
hidden agendas. Socrates was perhaps correct in 
his urging that "The partisan, when he is engaged 
in a dispute, cares nothing about the rights of the 
question, but is anxious only to convince his 
hearers of his own assertions," and perhaps also Al 
Juodikis' observation that "If Jack's in love, he's no 
judge of Jill's beauty," 

Topic I: PlayStation's price 
drop to $199 

jlm: We announced on the day b*fon 
we'd shipped b million PlayStations on 3 world- 
wide basis. That's 2.7 million in Japan, 1.3 million 
in the U.S., and ihe rest in Europe. 

This success has led to economies of scale 
which allows us to make a move that has actually 
been a pat < of our overall strategic plan for qurce 
some time, Plus, we have a much more favorable 
dollar/yen relationship than we did a y«Mr igo 
Howard): It seems to me that the timing of 
Sony's announcement suggests panic and 
desperation. Sony didn't have to make chat price 
adjustment because of anything Sega was doing, so 



the only logical explanation — unless 
Sony have simply lost their minds — 
is that it is fearful of Nintendo 64. 
Tom: Obviously, Sony is reacting to 
the fact that when Saturn went to 
¥19.900 [$200] in Japan; we started 
outselling PlayStation even more 
dramatically char we were at 
Christmas time. I was in Japan in 
April, and you couldn't find a Saturn 
on the shelf. 

In japan we're about to announce 
the 3 millionth Saturn sold-through to 
the consumers. Sony's probably done 
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million-unit difference, so that's a big 

deal. You can bet that Sony views this 

pretty damn seriously at their 

headquarters in Japan, and I think that 

this probably has more to do with 

their decision to drop the price of 

PlayStation than anything else. 

NG: Is Tom Kalinske right, Sony? That the real 

reason you lowered the price of PlayStation is 

because of Sega turning up the heat in Japan? 

Jim: [laughs] Turning up the heat in Japan? 

Andrew: [toughs] I'm trying to work qui the 

logic of that statement. 

Jim: ftah, I'm trying to understand this. 

Well, let me talk about North America for , 
moment I mean, it's no secret to anybody that 
we've been the dominant player in the 
marketplace, and as leaders, it's our job to really 
drive the nexi-generatiori videogame business. 
NG: Tom, why is it that you think Sony's scared 
of Sega Saturn? 

Tom: We've got great software. We do. after al 
have three 32-bit processors in Saturn, which 
initially people had problems with, but today I 
believe developers are saying, "You know what? 
We can do more and more with this. We're 
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Yuji Naha's Nights paired up 
with Vu Suzuki's Virtua 
Fighter 3 as Sega's main 
weapons against Nintendo 



realizing chat we've only 
been using some small 
percentage of Saturn's 
power, whereas in 
PlayStation, we're pretty 
maxxed out at 60% or so of 
the capacity." 
So I think Sony said. "Oh my 
God, they've got a network link-up 
here; they've got an Internet 

peripheral; they've got better 

software: they're killing 
us in Japan, we better 
do something," 
NG: Surely Sony's 
decision to drop PlayStation's price has a little to 
do with Nintendo 64... 

Tom: Well, the whole deaf with Nintendo 64 
depends on whether you really believe in what 
Nintendo is doing. I suppose. 

If you're Sony and you believe in it a lot, 
maybe you'd be mors inclined to react to it. From 
our point of view, we still want to see if its real. 
We've had three or four announcements from 
Nintendo that haven't been lived up to. And so I 
don't know what to chink on this. 



"We still want to see if Nintendo 64s real. 
We've had a lot of announcements from 
Nintendo that haven't been lived up to" 



NG: Sony, do you think that there's still a cl 

Nintendo won't deliver? 

Andrew: For us, fcfe really not an issue. If 

Nintendo 64 comes, it comes 

NG: Let's ask Nintendo. Howard: Mr.Yama 

Nintendo Corporate Ltd.'s chairman, 

indicated in the Japanese press that 

Nintendo 64 will launch in the U.S. in either 

"September or October," 

Doesn't this contradict Nintendo of 
America's announcement of a definite 
September 30 launch date? 
Howard: As far as we're concerned, the 
September 30 launch is set in stone. But I 
can't get into a public quarrel with the guy 
who pays my paycheck! 5o the only thing I 
can say is that I was aware of the interview 
and we double checked with Mr.Yamauchi n 5 
office and confirmed that September 30 is 
the launch date. 

But you know. It's a free country, 
everybody's entitled to their opinion. 

Topic 2; Is online gaming 
the new battlefield? 

Tom: Our new NctUnk for Saturn is 
phenomenal. This thing is researched off the 



map. I mean, I've seen a lot of research in my life, 
but, boy — people really want to connect to the 
Internet, and a whole lot of them don't have 
$2,000 to buy a PC. 

Jim: One of rhe interesting things that came 
back from our first pass of PlayStation registration 
cards is that more than half of the current 
PlayStation customers already own a PC, so they 
can already browse the Internet if they want to, 
Tom: The interesting thing is. the people who do 
have the money and who have already spent it on 
the PC also want to connect via their family 
room. Because everybody sees the added benefit 
of being able to share what's on the Internet with 
a larger group of people in the family room in 
front of theTV — and then of course, they ace 
also able to play games online with groups and 
families in other parts of the country. It's a very 
important, highly researched product. 
Jim: At Sony, we're a company of vast R&D 
resources; so we're always evaluating new 
technologies — and we've checked this out. 

We always try and put ourselves in the 
shoes of the gamer or the customer, and if we 
saw a erne value added, then it would make sense 
for Sony to get involved with a similar device. 
Until then, it just doesn't make any sense. 
NG: Howard, your response to -questions 
concerning Nintendo's online gaming strategy has 
always been a strict "no comment." But how's 
this for a theory: 

First, cartridges are very expensive. It's safe 
to say that if Nintendo could find some other way 
of distributing software — - without losing what 
you like about cartridges — then you would. 
Second, Nintendo has been continually 
experimenting with online gaming, via such 
projects as its GateWay system (as found in hotel 
rooms and on airlines) and with networks in 




Hnnds-on demonstrations of all the latest games warn 
available to all delegates. Sega found itself sandwiched 
between Sony and Nintendo, but still managed to stand tall 
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Japan. Third, if games are to be downloaded via 
telephone lines, then gamers will need a writable 
data storage device to accompany their game 
machine — arid that's exactly what Nintendo 
intends to provide with the DD64. 

It does look as if all the groundwork is in 
place for Nintendo to launch its own online 
gaming network... 

Howard: [smiles] One could say that. That's a 
very astute observation. And everything you've 
said I completely agree with. But, without trying 
to be overly coy about this, we just are not in a 
position where we can make an announcement, 

You know, I don't think anybody should 
worry too much about Nintendo and the Internet. 
I think the most important thing for Nintendo to 
focus on now is to drive the installed base for 
Nintendo 64 hardware. And then that really does 
open up a lot of collateral opportunities. 
NG: Tom, Sega 's peripherals have traditionally 
been disasters; look at Menacer, Activator. Sega 
CD, or 32X. What makes you think that the $199 
NetLink will be any different? 
Tom; I think this is different because everybody 
knows that a fast mftdem — a 28.8 bpS modem 
— alone is around $200. So here we're talking 
about a 28.8 bps modem, plus a special chip that 
allows it to do what it does with Saturn, and 
browser software, all for just $199. Everybody 
will recognize that this is a very good value. 

Topic 3: Nintendo 64 

Tom: Nintendo 64's biggest problem is that it's a 
cartridge system. We all know the problems with 
cartridges from an inventory cost standpoint 
[cartridges typically cost around $35 to 
manufacture, compared to $5 for CDs]; from a 
retailer standpoint [cartridges offer smaller profit 
margins]; from the third-party licensee 
standpoint [who don't want to risk being stuck 
with unsold games at $35 a go]: and from the 
consumer's standpoint. 

NG: What's the problem with cartridges from 
the consumer's standpoint? 

Tom: Our research says that the consumers who 
are already moving toward 32-bit or are moving 
to PC look at cartridges and they say. "Whoops! 
That's old-fashioned technology. That's not what I 
want to do anymore." 

Jim: Nintendo, historically, has always set the 
standard — it's a great company, but if you talk to 
the president of any third-party company, like 
Larry Probst [EA].ot Greg Fishback [Acclaim] and 
you ask them if they have found a way to make 
money yet with Nintendo M, I guarantee you that 
the answer's goii>g to be "No. it can't be done " I 
don't know how Nintendo thinks n cm survive in 
tiits business standing alone. You just can't. 
Howard: Since the very beginning, any third 
party that has ever associated itself with Nintendo 
and made a good game has made a great deal of 




money. I'm confident that this will continue in the 
future. There's always going to be grousing by 
third-party publishers about the publishing 
programs of Sega, Sony, and Nintendo — I think 
that's to be expected. But I'm confident that 
third-party publishers will be very anxious to 
publish on Nintendo 64. 

NG: Tom, cartridges can't really be as bad as 
you're making them out to be. You yourself 
managed a cartridge market very, very well in the 
I 6-bit era and made a whole lot of money in the 
process. You could probably do it again if you had 
to. So why can't Nintendo? 

"Since the start, any third party that's ever 
associated with Nintendo and made a good 
game has made a great deal of money" 



Tom: The big difference is that the 1 6-bit carts 
you're talking about cost a lot less than carts for 
Nintendo 64. I understand that the hard cost was 
joins to be something like $50. Well. that's nuts! 
Who wants to take that inventory risk? 

Imagine you're launching a hit game, then you 
have to say "O.K.. I'm gonna make I million of 
game X — costing $50 each — bafore I sell any." 
That's $50 million dollars tied up in inventory! 
You've got to be crazy to make that kind of a 
decision! It's Crazy for the retailers to go along 
with you on it because than, if the product doesn't 



talking 



sell, they suffer with the overstock, they've got to 
come back to you for the mark-down money, and 
it messes up the marketplace. 

But if it's a CD-based product, and you made 
that same error, your mistake and true cost is a 
heck of a lot less. Therefore, from a financial 
point, this thing doesn't make sense. 
Howard: We are prepared today to concede 
that [partly because of Sticking with cartridges] 
Sony and Sega wall have more games Chan us. 

There's going to b-e a more -than -adequate 
range of Nintendo 64 software. But you're not 
going to have hundreds and hundreds of games. 

"The 32-bit generation hasn't happened 
because the quality of the games isn't any 
different to Nintendo's 16-bit output" 



Tom: You've gat to have a third-party line-up, but 
you also have to be able to do it yourself. So, you 
know, I look at my two competitors and I see 
Nintendo doesn't have the third-party support; 
Sony has third-party support, but doesn't have die 
internal development capability. Sega has. both, so 
that's why I have great hope for the future. 
Jim: Wh,u we found in our research is that 
there's a lot more that goes into buying a game 
platform than just hardware. What people look 
Tor is a platform that gets support across a wide 
variety of different game genres. 

PlayStation rori.iy h.ts 7S titles, we have 
another 1 2!* additional new titles out this year. 
We will round out our entire game-line in ail 
genres. We have more than 200 licensees and 
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developers In North America alone, and well over 
400 on a worldwide basis. 

Tom: The biggest problem for Nintendo with [a 
small group of third-party developers] is that 
never, in the history of videogames, has a 
hardware manufacturer been successful without 
widespread third-party support. 

It didn't happen with Atari, and it didn't 
happen with Intellivision — which was why these 
systems failed. Third-party support was certainly 
necessary for 8 bit, and it was necessary for 1 6 bit 
as well. So, while it may be easy for Nintendo to 
deny it, I think they need third-party support. You 
need to have a broad selection of product out 
there in order to have the consumer pay this kind 
of money for a system. 

Topic 4: Games, games, and 
more games... 

NG: Howard, the Jesson learned at E' for many 
people is that to make a game as good as Super 
Mario 64 you need two and a half years, the 
world's best design team. 40 full-time staff, 
complete access to hardware designers, and 
unlimited financial resources. 

Third-party developers can't match this, so 
won't they be put off trying to compete? 
Howard: Could be. But having seen Super Mono 
64. 1 fully expect that on Monday [after the E J 
show] we're going to have a lot of phone calls 
from companies who really want to develop on 
Nintendo 64. Something tells me that we're not 
going to be boycotted. 

We don't believe that everybody in this 
busJness is capable of making 64-bit games for 
Nintendo 64. We feel very strongly about this, 
and we haven't made any bones about it. The 
worst mistake we could make would be to rush a 
lot of games to market just so that we could say. 
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"Well, we've got as many games as Sony and Sega." 
I don't care if we have as many games as Sony and 
5ega. What I care about is whether the games are 
any good or not. 

And it is now much easier for game 
developers to develop games, having seen Super 
Mario 64, and having seen what Mr. Miyamoto did 
with the technology. After we showed the 
prototype of Super Mono 64, we didn't have any 
more people say, "I can't figure out how co make a 
game in a 3D environment with these cools," 
because somebody had just showed them how. 
NG: Sega, Sony, how can your 32-bit games 
compete with Super Mario 64 and Nintendo's 
other 64-bit games? 

Jim: Consider NFL Gameday, for example, which 
was last year's number one title. If you take a 
walk onto die E j showfloor now, and look at 
NCAA Gamebrcakei . the frame-rate is 50% faster 
on NCAA Gomebreolcer than on NFL Gameday. It's 
just amazing. Clearly our focus is going to be on 
new arid improved games, second-generation 
software, and really telling that story. 
Tom: I haven't had the time to really study Super 
Mario 64. But I don't think it looks any better 
than NigfiB. i think Nights looks — to me — to 
be a superior game. 

NG: Do you believe that Nights can do for 
Saturn what Sonic the Hedgehog did for Genesis? 
Tom: I believe it can. It's as different. 
Andrew: tn reference to Super Mario 64, 1 was 
talking to an II -year-o!d last night who told me 
that he wouldn't buy a system based on one title. 
Jim: Another thing you have to consider is that 
next-generation gamers are older. Based on our 
first batch of returned registration cards, we found 
that the average PS-X owner is 23.4-years-old. 

This is no longer die "play" business. Once 
you put the Sony name on a product, it very 
quickly turns from being a toy into technology. 
So. you know. fVltjrio has been a great product for 
Nintendo forever. But Mario skews very young, 
and because diis now has evolved into j 
technology business, I'm not so sure th.it Mario 
appeals to todays gamers. 
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NC: Howard, let's talk 
about profits for a 
moment. You can't be 
making much money on 
the hardware. And you 
can't be making much 
money on the software, 
because N64 carts cost 
more to make, yet you're 
charging standard prices. 
Somethings got to give. 

Is the strategy to 
simply sell lots of N64s 
now. with a view to 
phasing out cartridges anc 
making money from 
games on the DD64 at a 
later date? 

Howard: No, I don't think that is true. I don't 
regard DD64 as an alternative software medium 
to cartridges. I regard the two as compatible so 
that we give a range of software media for game 
developers to program on. 
Tom: Nintendo's whole DD64 strategy seems 

remarkably similar to 32X. And I wouldn't 
recommend going down that road at ail... 
Howard: We see the kind of games that you can 
play on chat magnetic disks ■ — since it's writable 
— to be a different gen re of games. And we're 
not exactly sure what that is yet. 

But there is nothing going on here that 
somehow equates to Nintendo getting out of the 
cartridge business. Obviously, if it was possible to 
do Super Mario 64 on some other software 
medium, we would choose that. But it is not. 



"Because this now has evolved into a 
technology business I'm not sure that 
Mario appeals to today's gamers" 



NG: So. given that you have announced a $50- 
million marketing campaign to sell just 500,000 
systems in 1996 (that's $100 spent in marketing 
per Nintendo 64 unit sold), is this still a profitable 
business for Nintendo? 

Howard: The only thing that we've revealed is 
the suggested retail price and the volume price for 
retailers, I don't believe that we revealed 
yesterday what Our costs were. Given Nintendo 
being traditionally a rather profitable company, I 
think you should assume that we're not trying to 
shoot ourselves in the foot with Nintendo 64. 

Topic 5: Is 32-bit really 
happening? 

Howard: Sony's and Sega'S Sales figures 
combined — in any month since their launch — 
do not e-qual sales of Super NES's hardware. 
The 32-bit generation hasn't happened 
because the quality of the games is not any 
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different than the 1 6-bit games chat we are putting 
out. As a result, the 32-bit systems are stalled. 
And Sony and Sega realize that there is not that 
great of a market for 32-bit once Nintendo 64 and 
other 64-bit platforms come in. So, In 
desperation, they've done the only thing they 
could do .[lower the price]. That's my view. I'm 
sure they disagree, 

NG: Trip Hawkins also says that 32-bit "hasn't 
really happened." Sony? 



"The notion that 32 bit hasn't happened is 
not true... The adoption rate is far faster 
on 32 bit than it was on 16 bit" 



Jim: You know, up until a week and a half ago. wc 
were still selling every piece of hardware we got 
into the country, every single piece of hardware 
— everything. So when Trip and Nintendo say the 
32-bit business hasn't happened. I cart tell you 
from our standpoint, it would be impossible co be 
any more successful than we have been. 

You know for Trip, sure the 32-bit business is 
dead for him; 3DO was a disaster. In fact, when 
wc '.lid original focus group research, the biggest 
problem we had to overcome was that people 
who had previously ventured into the "next 
generation" were disappointed chat 3DO failed to 
dclivc-j". It delivered absolutely nothing, We had to 
prove to gamers that PiayStation wasn't another 
Jaguar. Neo-Gco. or 3DO. that h really and truly 
was the ultimate game machine. 
Tom: The notion that 32-bit hasn't happened is 
simply not true. If you look back at late 1 989 and 
1990 when we were just starting i6 bit with the 
Genesis, we sold less than 400,000 through the 
first year in I989.and then we sold about 450,000 
through in 1990. After 18 
months we'd sold I million 
units. Now, take a look at 
what's happening today. Either 
Sega or Sony will sell-through 
far more than that. By che end 
of 1996, you put ours and 
Sony's numbers together and 
you'll see an adoption rate 
that's way. way ahead of the 
16-bit rate. 

Topic 6: Any other 
business? 

NG: Tom, SegaSoft makes 
sense in a lot of ways: Sega 
makes great games, and it's 
good that gamers cam play 
them on many platforms. But 
if SegaSoft publishes a game on 
PlayStation, it has co hint 
Saturn, right? 



Tom: Well, first of ail, SegaSoft has not published 
a game on PlayStation yet. It's publishing on 
Saturn and PC through this year, 

Now, we're trying to set that company up as 
I totally independent software publisher — like, 
say. Electronic Arts. Therefore, it really should 
publish on any viable platform. I can say that out 
of one side of my head, and on the other side of 
my head I say, "But damnit. I hope that it's not 
Saturn's competition that's the viable platform!" 

If you want to sec this up in a way where it 
makes sense to the employees in the company, 
you have to live with thai kind of conflict. 
Howard: I really don't know what Sega is doing. 
Andrew: I think it's an interesting move. I think 
it's interesting a I interesting strategy to take. 
NG: Seeing as Sega has declared that it intends 
to publish games on "all viable platforms." wili you 
give SegaSofl a lic-ense to publish on PlayStation? 
Andrew: Well look at ic very closely [laughs]. 
NG: What's the deal between Sony and Psygnosis 
right now? 

Andrew: You've seen the announcement that 
was made recently. I can't say much beyond that. 

In terms of the relationship chat we have 
with Psygnosis. I don't think anything has changed. 
It fs clearly devoting a large proportion of its 
resources to PlayStation. Psygnosis filled a very 
important role in Europe during the launch and 
ramp-up phase. However. Psygnosis was. when it 
was acquired and hw always been, a mulfiforrnat 
publisher. That's what it does best. 5o it's great 
that Psygnosis hit big while in the Sony camp, and 
a did deliver ,i lut dfgnUI products for 
PlayStation. Psygnosis fulfilled Its role very well. 
NG: And you'll probably get more for them than 
you paid for them. 

Jim: That would be nice. r* v ? 

Andrew: We'll keep our fingers crossed T^ 
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Introducing Namco 



Remember 



the good old days? 
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When a game was a 
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game and the only tough choices 






were one-or-two pLayer mode? The grj>3tp _ f 




romp. Can you escape the ghosts while munching your 
nay through a maze 1 ? Pop a power oilL and gobble up a few 
phantoms along the way. 



Well those days are back and better than ever. Presenting 

The arcade ^.IwiTer that ^et the 
standard Squadrons of robotic 
burp set out tn ^uarcn your 
starship Include* ivuer wen 
before bonus rounds " ulus 

'teZ^y^mt*£*£. Namco Museum" Volume 1 for the PlayStation 1 - the first 




s/as fun. 

Museum™ Volume 1 



in a series of five video game 



compendiums comprised of the 



Let the bad guys suck exhaust and 
dire on dust. You're going pedal to 
the metal tfrough a maze, taking 
chances and checkered flag*. WOfld'S mOSt famOUS aTCade 
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The great granddaddy of all racing Simula - 
tionv Climb into the cramped driver's cape 
of your 200 raph Jndy car Try to quality, 
then go head-to-head against some of 
the greatest racing machines on earth 



jgp classics, plus Japanese hits never released in the U.S. 




with evil and most of it lurk^ 
uithin enemy space stations-. 
Pinning the bad guys to bits has 
never been this fun. 
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Nintendo 64: Sega and Sony prepare for battle with the newest 64-bit machine/p.16 • M2: Matsushita breaks its I 
si!ence/p. 20 • Intel: Announces the release of its new enhanced PC chip/p.23 • The Next Generation E' report: 
analyses from the show of the year/p.25 • Nintendo's main man talks: Chairman Yamauchi tells it like it is/p. 30 




Videogame news from around the world 



Sega and Sony prepare 
for Nintendo 64 



How can 32-bit 
compete with 
64-bit? Drastic 
price cuts, 
Internet add-ons, 
and aggresive 
marketing are 
Sega's and 
Sony's answers 



Hf course, there are many good 
reasons why Nintendo 64 may 
not crush PlayStation and 
Saturn underfoot (see page 36), but 
the smart money has to be on 
Nintendo 64 stealing the initiative 
from its 32-bit rivals this fail, and 
slowly accelerating ahead. Sega and 
Sony dispute this reasoning, and are 
confident that they will be- able to 
batton down the hatches and weather 
the storm of Nintendo 64's launch. 

As predicted by Next Gerteratipn 
in NG 18, their first and most obvious 
strategy has been to cut the price of 
the hardware. At May's E s (Electronic 
Entertainment Exposition) iri Los 
Angeles, Sony announced that it was 
dropping the price of PlayStation by 
$100 to a mass-rriarket-frlendly $199. 
Sega of America spent en 
embarrassing 24 hours on the 
phone to Japan, working out 





what its reaction would be (come on 
guys — Sony's action wasn't that 
surprising, why didn't you have 
contingency plans already worked 
out?), and matched the move. 

Sega has happily acknowledged 
that its sales are up. A spokesperson 
commented that "Many retail chains 
are talking about increases of between 
two and three times previous levels." 
Sony is equally bullish, claiming that 
leading retailers such as Toys R Us and 
Electronics Boutique are reporting 
sales surges of "two and a half to 
three times their previous levels." 

Naughty Dog's c^ 

Bandicoot, as well as some fine 
second-gtineraii-on offerings Rom 

Psygnosis, lead Sony's software 
assault. Sega Is relying on Nights, 
Sonic Extreme, nrid the promise of an 
eventual Virtus Fighter 3 conversion. 
Both companies are unsurprisingly 
promo Imp, the view that It Is breadth u-f 
software library that counts, and that 
one or two (albeit awesome) games 



Nintendo's 
64DD revealed 

Nintendo'* 64DD 
Magnetic Media Drive for 
Nintendo 64 is designed 
to fit snuggly under the 
base of the Nintendo 64, 
perhaps inspired by the 
proposed floppy drive 
peripheral for Pippin. 
MOD will provide 64 MB 
of storage, with some 
portion (rumored tn be 
approximately 20 MB) 
writable. The unit Is slated 
tn be shipping fall of 
1^7 at a price ul 
approximately S150. 
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Sony Japan 
has already 
released four 
"classic" 
titles at 
budget prices. 
Ridge Racer, 
Arc the Lad, 
King's Field, 
and Raiden 
Project all 
retail for just 
¥2,800 ($28) 



aren't enough to make a system, Sony 
is also likely to oattle Nintendo on 
software prices. Sony Japan has 
already released four "classic" titles at 
budget prices. Ridge Racer. Raiden 
Project, King's Field, and Arc the Lad 
all retail forjust ¥2.800 t$28), 
compared to a the standard price of 
¥5.800 IS5S). More are on their way. 
and 't is anticipated that Sony America 
will unveil a similar release strategy 
soon. Good news foe garners, but bad 
news for Nintendo — cartridge games 
can't be sold so cheaply, 

Where Sony's and segs's 

tactics differ is concerning their belief 
in the importance of online 
application?. Whereas Sony can only 
offer an enigmatic response ("We 
haven't made any announcements, 
although we're working on lots of 
things.") Sega Is pushing full steam 
ahead with its NetLink peripheral. 

NetLink is priced at $199 
(enabling Sega to promote a 
Saturn/MetLink set-up as the world's 
first "Internet solution below $500") 
and essentially turns the Saturn Into a 
primitive WWW-brower. e-mail center, 
and online gaming platform. 

Sega has five multipiayer games 
in development (including the 
Hopelessly addictive Baku Baku) as 
well as projects from Accolade. 
Interplay, GT Interactive, Virgin, and 
Westwood Studios, "At least 10" 
games are promised by the end of 

1996. Sega's history with 
peripherals (Sega CD, 32X„ 
Activator, Menacer. etc), 
however, doesn't offer 
much hope of NetLink 
solving Saturn's problems. 
Still, gamers can only 
benefit as trie battle j— s->s 
continues to heat up. LL^t 




game-relat ed qoad ne«: A Next Generation look behind the 



with competitors wilt tie nee 



Lucas Arts will be giving the production te 



p as another high-profile "Dream Team" 

Nintendo 64 project that is horribly delayed. 



, This would indeed I 

najor shock, given the (deserved) hype 
person for Sega 



definitely tie the first Model 3 title to 

has announced that it is 
egotiatrng all licensing rights to 

" is the Web. Prior to T 
; in early 1996, the licensees of 
let-Procf Software, Hewlett Pact 



ts.the Tetris Company plans io 
bring the game to the WWW for two and multiplayer competitions. 
There will be worldwide rankings with divisions based upon gener 
and age. Reserve the top live rankings for Next Generation— 
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PJj apcom's Plan* 

P-JJ3 lh ^ long-awaited Street Fighter ///is officially 

under development at Capcom Co. Ltd. 
(Japan) and will feature advanced computer graphics 
(CG) images. However, executives gave no clues as to 
when this game might be released (though it's 
believed the game will reach completion at the year's 
end). The announcement came during s March 27 
meeting in Tokyo, where Capcom founder Kenzo 
Tsujimoto and his development chief YoshiKi OKimoto 
said that other titles in the works include Street 
Fighter Alpha 3 and Night Warriors 2 for 1997. 

Inside Scoop On 
Williams' "Wavenet" 

Ten units of Willtams/Bally-Midway's Ultimate Mortal 
Hombat 3 have been undergoing field testing in the 
Chicago area since mid-April, linked by modem via 
"WaveNet," The word stands for "Williams Action 
Video Entertainment Network," a networking system 
enabling realtime, remote interactive gameplay. 

The test represents WaveNet "s first public 
unveiling after several years of in-house R&O. 
WaveNet requires a rather pricey hardware set-up 
(including, we're told, ISDN phone lines). This could 
mean a start-up cost of several thousand dollars pec 
arcade installation, plus hundreds of dollars extra per 
individual game for a typical arcade video upright. 

But these costs could prove negligible, especially 
since Williams isn't looking for a short-term jump in 
earnings on one or two games. It envisions WaveNet 
as a possible means to revolutionize the entire arcade 
business. One business model under consideration: 
WaveNet might enable Williams to send new software 
titles and/or game updates to 10,000 or more 
arcades and other game locations for free, instead of 
making arcades pay for the games up front. However. 
Williams, in turn, would get a direct cut of each 
game's revenues (under this proposed model, 
anyway). Williams hopes this revenue-sharing 
approach would give it a huge boost in profits. 

One operator involved in the current WaveNet 
test told us: "Williams has described this to us as a 
technical shakedown phase. WaveNet technology has 
proved reliable, but there has been no marketing or 
promotion so far; no tournaments or prices have been 
offered. Subsequently — as you might expect — this 
purely technical test has not marJe much difference in 
game earnings." But. expect this to change in the 
near future. 

Acclaim Signs Up 

3D'fx Interactive, makers Of hi-tech graphics engine 
components, says Acclaim Coin-Op is the latest 
factory to enter a strategic relationship to use 3Dfx"s 
"Voodoo Graphics" chipset to create photorealistic, 
3D images in video games. Former Acclaim prexy Tom 
Petit said the technology would help his firm create 
exciting coin-ops and "extend the life of a game and 
easily deploy it across the console, coin-op and PC 
markets, increasing the revenue stream for each 
title. M Industry pundits predict that by the end of '96. 
up to 10 companies will compete with 3Dfx for market 
share in the high-end video components business. 
Acclaim is at http://www.acclaimnation.com. 



Computer Giant Eyes Arcade Biz 

Bill Gates didn't talk about the arcade sector in his 
exclusive interview, published in the June issue of 
Next Generation. But certain well-placed people in the 
coin-op arena claim that Microsoft remains very, very 
interested in establishing a foothold in coin-ops. 

One of its points of contact could he providing 
something like a universal game platform, much as 
3Dfx is beginning to do. but also perhaps with some 
of the same types of business model considerations 
described in the WaveNet strategy. At any rate, 
Microsoft was very public last year about its 
excitement over the NANI modem system and we hear 
hmts that this interest has not necessarily evaporated 
despite de» ays in NANI's implementation. Other 
potential connections between Microsoft end the 
arcade industry are also simmering away, but at this 
point all we can say is, "Look for more news on m_A 
Microsoft and arcade video by this summer." L^i^ 

Up and Coming Coin-ops 

Die-Hard ~ Sega 
This new Titan coin op uses specialized fighting 
moves, and is the first Final figfa-style action game 
to sport texture mapped, polygonal graphics. 

Puzzle Fighter — Capcom 

In a remake of the old, 
but once-popular 
Japanese arcade game 
Tstris Qaiden, Capcom's 
two-player Puzzle Fighter 
enables gamers to 
manipulate various 
patterns to activate two fighters who battle it out on 
screen, in other words, gamers play Terns, but watch 
their chosen characters fight it out (starring 
characters from Street Fighter and Darkstalkers) . 



Sonic The Fighters 
— Sega AM2 
Still on test, and stilt 
without a new name, 
this fighter stars all the 
characters from ttie 
Sonic series, and 
showcases hilarious, 
slapstick fighting moves. 



Sou! Edge Version It — Namco 

With the additional of two new characters, Cervantes 
and Hwang, and an improved Guard impact, one of the 
finer new 3D fighting games has been refreshed. 
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Winding Heat — Konami 

The unofficial sequel to 
Midnight Run, Winding 
Heat is a daytime- 
oriented driving game 
with sharp-looking 
graphics, more 
selectable car options, 
and more variation in 
courses than MR. 



On Hugust 30* 
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wXompuixr ra 
playing will be 
changed forever! 

Announcing The Elder Scrolls: 
Daggerfall, Bethesda's latest installment 
in the Elder Scrolls Series and the sequel 
to the award-winning TES:Arena. 

TES: Daggerfall is one of the most 
ambitious computer games ever devised. 
This is no dungeon hack, no bit of fluff 
with medieval trappings. Daggerfall's 
world is twice the size of Great Britain, 
filled with people, adventures, and 
scenery as real as reality. This is a world 
designed to allow you to play the game 
any way you want. Be the Hero or the 
Villain... or anything in between. 

TES: Daggerfall is all your favorite 
movies and books wrapped up in one 
package — with hundreds and hundreds 
of hours of playtime. Prepare to experience 
your new obsession. 
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M2: Matsushita breaks 
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Too good to be true? 
"unconfirmed reports" from 
Japan fan the fires of hype 

Obe M2 project has become the 
game industry's Big Foot: no 
one's actjally proved that it 
really exists; very few people believe 
In it; but rf it's true — boy, what a 
powerful beast. In the latest twist to 
trie myth, new rumors from Japan 
indicate that Matsushita is planning to 
incorporate not one, but too of The 
3D0 Company's PowerPC602-based 
chips within the M2 hardware. This 
would easily push the system's 
performance well above 1 million 
polygons per second, the spec 
currently touted for M2 (compared to 
PlayStation's 500,000). 

The manufacturing coat of these 
chips alone is estimated to be $150, 
which led many industry observers to 
speculate that Matsushita was 
planning to launch M2 at a price in 
excess of $500. Compounding this 
prediction or a high price-point is the 
popular notion tbat Matsushita also 
plans to incorporate a DVD player into 
the hardware. As the world's biggest 
consumer electronics manufacturer, 
Matsushita la betting heavily on DVD's 
adoption into mainstream households; 
M2 could be key in delivering a payoff. 

However, to counter this 
potentially damaging hypothestemg 
[Matsushita is all too well aware of 
what happened U> Hie last game 
machine priced at above $500}, 
sources within the company soon 
leaked news that M2's intended price 
point would be no more than $300, 
Quite how this will be manageable (it 
the proposed technical specifications 
remain intact) has not been revealed 
— and it certainly seems ridiculously 
ambitious to Next Generation. But 
Matsushita doesn't seem to be in any 
rush to bring M2 to market (perhaps it 
is waiting for some manufacturing 
breakthrough to reduce costs) and it 
has to be assumed that the 
electronics giant still has some 
powerful cards to play. 

Meanwhile, many 

software developers seem to have 
given up waiting. Interplay has put its 
M2 development of ClnytigMer 3 on 
ice, in preference for Nintendo 64 
development. A source Inside Interplay 
commenLed: "Some of the M2 work 



its silence 




will be used tor the Nintendo 64 
project. At the moment no one is sure 
what Matsushita's plans are, so we 
have decided to put the project on 
hold for a while." 

We await more M2 news (T*<i 
with bated breath. ^IH 
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THE MOST ACCLAIMED 
GAME OF THE YEAR. 



"An excellent groundbreaking 

adventure game, setting a 

new standard for plot depth 

and realism." 

- Hark Clarkson. Computer Gaming World 



"An espionage enthusiast's 
dream come true... 
SPYCRAR really is a 

great game." 



"A riveting post- 
Cold War thriller." 

- Shane Mooney. PC Games 

"Where has this 
been all my life?" 

- William Webster. 

Former Director of ihe C I A. 



"One of the most ambitious 

and riveting PC games of its 

genre ever produced." 

-William Trotter. PC Gamer 

"Like breaking into CIA 

headquarters and spending 

the night trying out all the 

toys. Grade: A." 

- Bob Strauss. Entertainment Weekly 



^ 



"Like nothing else you have 
ever tried, . . SPYCRAFT will 

guarantee sleepless nights." 

- Steve Bauman. 
Computer Games Strategy Plus 



"SPYCRAR is an adventure 
you don't want to miss." 

- Chris Charta. CD-ROM Today 

"An innovative, 

eye-grabbing. 

puzzle-lover's dream." 

-John Sellers. Time Oil NY 

A fascinating espionage 

adventure -and truly 

a great game." 
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BEGIN YOUR SPY HUNT AT HTTP:/ 
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SQUARE S0FrENS NINTENDO LINE 

NEWSLINE: Square's frosty relationship with 
erstwhile bosom buddy Nintendo appears to be 
thawing. The company is now going out of its way to 
stress its status as a nmitipiarfnrm developer. Indeed, 
Nintendo executives are understood to have been 
visiting Square's U.S. HQ in Los Angeles. Square 
representatives say ihere is no Nintendo 64 
development right now, hut they are no longer ruling 
out future possibilities. 

BOITOMLINE; Square's disappointment 
with the choice of muss -storage formats for Nintendo 
64 and the lack of quality development tools for the 
machine caused it to cease development on 
Nintendo's Final Fantasy VII. The announcement of a 
shift to PlayStation marked the first time a Square 
game would exist for a non-Nintendo platform. 
However, Nintendo's strong showing at E J . and 
overtures of friendship from an old ally keen to woo 
Square back from Sony, have caused trie company to 
reconsider. Expect announcements of a return to the 
fold In the near future. 



prepared to pay more than a couple hundred bucks for 
a game machine. And then there is the growing 
phenomena of the duel owner. Additionally, Nintendo's 
ludicrous claims that the 32-bit era is a nonevent 
have been shown to be not only predictable, but 
Ineffectual spoiting tactics as well. 

32-BIT ATLANTIS N0W DN H0LD 

NEWSLINE; Nintendo representatives have 
admitted that a color, handheld game system is in 
development, but have stated publicly that the 
machine won't arrive until 1997, if at all. 

BOTTOMLINE: Here is a company with an 
amazing ability to make its gaming products and 
properties last a very long time. Remember, the 
company's star intellectual property. Mario, Is 10 
years old (a long time In videogame years}. The 
Gameboy was seen to have legs and was repackaged 
as Pocket Gameboy. It is a delightful design and! will 
be a success. So, Nintendo has decided to sit on the 
color project until sales die down, which may take as 
many as two years. 



CRYSTAL D/NAMTCS FACES 

FINANCIAL REALITY 

NEWSLINE: Crystal Dynamics' new CEO, Ted 
Ardel. has slated Ihat the company will Soon Cease to 
he a publisher, and will concentrate on development. 
It's also reported that one third of its workforce will 
be cut within u tlirct.* month period 

BOTTOMLINE: Some predictions for the 

next-generation market were rosier than the reality, 
and Crystal's massive expansion in terms of both 
SKUs and the workforce to create them cost the 
company dearly. In this respect, the firm gambled, and 
lost. Crystal's decision to dip out of publishing may 
well In.- repeated by other small outfits unable to 
compete with the likes of Electronic Arts and Acclaim. 

32-DIT SALES DOOM AFTER CONSOLE 

PRICES DROP 

NEWSLINE: Both Sony and Sega are claiming 
sales increase's of two to three-fold sines they dipped 
below Thfi 3200 print; threshold, 

BOTTOMLINE: Retailers are evidently happy 
with the new price-point and have hacked both 
companies' claims. Confusion in the market had 
caused potential buyers to wait and see. and their 
patience was rewarded. Also, the S200 threshold 
introduced a new strata of consumers who were not 



anew T0KY 0SH0W? 

NEWSLINE: Japanese enmpanies are teaming 
up to launch an E'-type exhibition in Tokyo next 
summer. But the project isn't without problems. 

BOTTOMLINE: The Tokyo finme Exhibition 

is a defensive move by the Japanese game Industry. 
TGE had suspected that IDSA — the American trade 
body and organiser ol B? — was planning to launch E' 
Japan. However, any Japanese show has Inherent 
problems, chiefly Nintendo. It is not worth having an 
exhibition without this market-lending name, hut 
Nintendo already runs its own fall show, Shoshinkai. 
There may be reluctance to spend yet more money 
exhibiting at another show. 

SEGA SEES NAKED TRUTH 

NEWSLINE: Sega of I. ,,:..,., has recently 
announced that none of its future Sega Saturn games 
will feature nudity. 

BOTTOMLINE: Many Japanese videogames 
feature nudity (female nudity, of course), whether as 
part of the plot {in RPGs. for example] or simply as 
decorations in puzrle games. But Japanese lobby 
groups have targeted the industry, which, after all, 
aims most of its products at buy:*, and Sega has been 
quick to fall into line, thus avoiding any public 
relations unpleasantness- 
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Peripherals, accessories, gizmos, 
add-ons, thmgies, and stuff 

MachV166 

Price: $4,000 

Manufacturer: Falcon Northwest Computer Systems 

System: PC 

Falcon Northwest isn't the only high-end computing vendor on 
le of the few that specifically targets 
..,.- .J custom builds Every PC to suit Each 
customer, and every machine is based around its own "Falcon ' 
motherboard, equipped with a screaming 200 MHz bus and a 2 
K sync burst cache. We evaluated an Intel Pentium 166 MHz 
CPU, lb MB EDO memory, 2.1GB Western Digital EI BE hard 
drive, Diamond Stealth 3D graphics adaptor with 2 MB EDO 
DRAM (uses S3's VirGe 3D chipset), Sotirin blaster 16 with a__ 
Roland SCD-10 Sound Canvas MIDI daughterboard, 
ROM drive, a CH Products high-speed game card, a I 




or, and a set of Advent speakers with separate 

j nothing short 
"marking program 
i at it, scoring an overall average of 20% better 
performance than a similarly equipped Gateway 2000 166. The 
system is pricier than some, but we've come across few systems 
ch performance for the cost. 

PlayStation Analog Stick 

Price:TBA 

Manufacturer: Sony Computer Entertainment 
System: PlayStation 

Hey, Nintendo and Sega have analog sticks, why not Sony? The 
PlayStation Analog Stick uses one port, with all eight buttons 
scattered over the sticks. and an additional four- ^ 

way digital "hat" switch on the right stick- The J^V 
stick is extremely functional, and mimics the (nK 

joystick-plus-throttle rnnfirj common among \ k 

PC flight fans. Only ^ „ 

one game is — 

currently \ 

patinle,the 




Intel prepares to 
enhance Pentium 



The world's 
biggest chip 
manufacturer is 
ready to make 
PC games faster 




speculate over the 
Pentium chip's speed 
limits, Intel has made it 

faster for games 



Dntel has announced detaiis of 
its new MMX enhancement 
which will be added to Pentium 
and Pentium Pro chips before the end 
of the year. The new chpp design, the 
most important update since Intel's 
80386, will allow programmers to 
write more efficient gaming code, 
meaning MMX-compatible titles will be 
faster, smoother, and more colorful. 
For example, fading one 640x480 
screen, which contains a 24-bit color 
image, into another, would take a 
current Pentium processor 1.4 billion 
instructions. MMX could do it in 525 
million, enabling games currently 
written in 256 colors to be converted 
to 24-bit tree color with no speed loss. 

MMX is not a new chip In itself, 
but a set of improvements to existing 
Pentium processors, intended to 
accentuate the PC's gaming potential. 
MMX srJds 57 new instructions. 
mostly of the low-level variety, and 
mostly dealing with moving groups of 
data from one memory ceil to another. 
MMX can deal with bigger groups (64 
bits at a time) than the current 
Pentium chips because it implements 
the letter's large operating registers — 
originally intended to manage floating- 
point operations (rarely used in games 
and multimedia products). 

By employing the M MX/floating- 
point register, instead of just the old 
Pentium register, certain operations, 
like charging the color of sets of 
pixels, can be carried out 

The MMX allows certain operations 
to be carried out simultaneously, 
making games several times faster 

simultaneously rather than one pixel 
after the other. Key operations in a 
game compatible with MMX would 
consequently be several times faster. 
Adapting a game to the MMX chip 
only requires the rewriting of a small 
amount of core code, mostly the 
sections written in assembler. 

Though Pentium MMXs and 
Pentium Pro MMXs will not start to 
appear until year's end, Intel is already 
encouraging developers to write for the 
new technology. Microsoft, Ocean, 
Qsound. and Epic have all expressed 
support for MMX, and others f^Q 
are expected to follow. ^^5 
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Battle of the bits - Is 64 always better than 32? 




□ he Next Generation Lexicon has the following 
to say about bits: 
Bit 1) Contraction of Binary diglT. The 
smallest discrete unit of information available to a 
computing device. Since 311 nonesoteric modem 
computing devices are binary, a bit is usually 
represented as a 1 or a 0, meaning on or Off. 2) The 
bit is the basic measuring device for information In 
computers and videogames, it used to measure 
computing power of systems, referring to how many 
bits the microprocessor or CPU of the system couid 
process at once. An 8-bit system, like the original 
NES. works with 8-bit "words " and is less powerful 
than a 16-bit system, like the Genesis or Super NES. 
which can process 16-bit 'words.' This is confusing 
because often a system will have different processors 
using differently sized bit "words. ' The NEC 
TurOoGraphrcs had an 8 bit CPU but a 16-bit graphics 
chip. The Atan Jaguar uses 16-, 32-bit. and 64-bit 
chips but has a 64-bit wide bus. 3) The color 
generation capability of a system is also measured in 
bits. Color on a computer screen is made up toy 
combining different intensities of red. green, and blue 
In a pixel. 4/ The number of colors a 
system can generate. Thus, 8-bit 
color is 256 colors. 4-bit color is 16 
colors, and so on. Sometimes with 
16- and 32-bit color, some bits are 
usee as check-bits or for generating 
alpha channels, and are unavailable 
for actual color generation. 

Ill CaSe yOU hadn't noticed, 
there is a marketing war going in the 
videogame business. Most claim it Is 
a "war of game titles" {Virtua Fighter 
versus Tekken. for example). 
Increasingly, however (and especially 
since the arrival of Nintendo 64). 
many people claim that this has 
become a "war of bits." 

Nintendo's got 64- of them. Poor M p t j 
old Sony and Sega only have 32. 

The "war of bits" is really a war 
of technology, with "bits" as an easily digestible word 
for gamers on the street to use as a gauge of system 
performance. Since most gamers (Next Generation 
readers are, remember, the exception) do not 
understand the underlying technology and complex 
benchmark tests, nor want to spend the time to be 
educated, game marketers use "bits' as a way to 
differentiate their products over the competition. 

This Is really no different than other industries. 
Take the exciting world of performance sports cars. 
When Chrysler announced trie Godge Viper, the 
rallying cry was "10 cylinders of performance] it's a 
V-lOt" In reality, the fact thst the Viper has a V-1Q 
engine has relatively little to do with its performance. 
Ihe fact that the engine has 8.0 liters of 
displacement and 400 horsepower does. However, 
"V-10" Is a lar easier way to inform and brag to the 
average consumer. 

Ihe connections between trie phrases "64-bit 
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processor" and "V-10 engine" go deeper than Shis, 
however. Both are used to position the products that 
they power as the leading system. Both are "engines 
of work" (to label them correctly). Vet neither 
describes how frequently they do their work. Hence, 
neither describes their real world performance — they 
both only paint a part of the overall picture. 

So, what is the hapless consumer meant to do 
In the face of such abstract information? In both the 
case of the computer and the car, one way to 
understand performance is to take trie engine and 
see how well it works with the system it sits in. Thus, 
the benchmarks of "pixels/ second" or 
"polygons /second" for gaming consoles and "zero to 
sixty mites" for performance cars. Both tbese 
benchmarks imply a certain intensity of user 
experience. But, as any gamer knows, they do not 
necessarily imply the Quality of the user experience. 

As a general rule though, if we can 

manipulate much bigger words (bits) in smaller 
amounts of time [clock frequency!, we should be able 
to do more work. In the case of geming, more work 

means more processing power for 
computing more complex character 
and object behaviors. More worK also 
means much quicker arithmetic, so 
we can calculate where a polygon 
should be on screen more quickly, and 
put more of thern on the screen in a 
given time period. 

This means better graphics. 
However, for this to translate 
into higher performance, the whole 
system has to be tuned to work as a 
whole. A 32-blt CPU with 8 bit data 
paths to a 16-bit graphics engine 
would be a clunky architecture — 
tike connecting a V-8 engine to a go- 
kart transmission In a station 
wagon's chassis. 

More bits are better as long as 
the whole system is tuned and 
designed in a smart architecture to 
use them most effectively. Even more importantly, 
how well the game software takes advantage of them 
decides the success of that System. 

"Bits" are also often used to describe a 
system's ability to show colors — the more bits, the 
more colors, the better the visual experience. 

However, this perceived benefit decays when we 
realize that human visual perception is saturated at 
35 bits. After this point, the human eye can't see any 
difference. The situation we now have is that current 
systems can produce more colors than we could ever 
see or display on a television (we wouldn't be able to 
detect the subtleties In color changes even if there 
were enough pixels on a TV screen), 

So don't always put trust in bits. Sure — as a 
general rule, the more the better. But it's how the 
whole system hangs together thst matters. And then 
— perhaps even mure importantly — what a talented 
piogiatiiinet decides to do with it. 
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E 3 : Nintendo rekindles 



Mario's magic 



LA's Electronic 
Entertainment 
Expo proves to be 
the focal point of 
the game world 




^J^TI ithout question, it was Nintendo 
Li J trtat domlnate d tnls year's E 3 
LJLJ show In Los Angeles. A day 
prior to the show, the company chose 
to unveil its console to the press at a 
heart-warming reception that served as 
a reminder of why Nintendo 5ti[l has a 
better understanding of what makes a 
great videogame than anyone else. 

The following day Super Mario 64 
and PitotWings 64 were the talk of the 
show. NCL's own vVavefreCe 64 came a 
close third to its launch duo. Having 
now received a complete graphic 
overhaul since its announcement at 
Shoshinksi (as Miyamoto hinted during 
Next Generation's interview in NG 14). 
the game now features jet skis instead 
of power boats, and while graphically 
rather rough, played well. The rest pf 
Nintendo 64's line-up proved to be a 
mixture of the promising {WaveRace 
64. Blast Corps), the predictable 
[Shadows of the Empire, Killer Instinct 
fH, and the relatively average [Kirby's 
Air Ride, Crurs'n USAl. The rest 
seemed remarkably poor. 

Meanwhile on me to* 

morning of the show, during a 
conference on videogames which 
included NOA's Howard Lincoln and 
SOA's Tom Kallnske. Sony's Executive 
Vice President Jim Whims dropped the 
bomb of PlayStation's price cut to an 
astonishing £199. The following day, 
Sega followed suit and matched Sony's 
price with its Saturn. 




57.795 delogatas 


crammed Into LA's 




witness Iho official 


unveiling of Nintendo 54 



But while Nintendo's rivals Sony 
and Sega may have distracted some 
attention from the N64 stand with 
their ultra-competitive pricing 
announcements, the software on 
display was considerably less cut- 
throat, with Naughty Dog's Crash 
Bandicoot inevitably paling next to 
Mario 64 in virtually every respect. 

Other notable PlayStation 
newcomers include a reworking of 
Konami's famed Contra series (also for 
Saturn) by Hungarians Apaloosa 
(previously known as Novatrade. -and 
the designees of Sega's Ecco The 
Dolphin}, and Square's Tobai No.l, 
which — despite metching the 60 fps 
speed of Tekhen II — seemed a tad 
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Game Boy 
relaunched 

Launched as Came Boy 
Pocket, the new machine 
is 30% smaller and 
roughly halt the weight ol 
the original, requiring 
only two AA batteries. 
Finished in sleek matte 

black-and-white screen 
design which reduces the 
infamous Game Buy blur 
and costs only SS9.95 
Available in November 



dull, despite Akira Toriyama's strong 
character designs. 

Perhaps predictably, the 

strongest PlayStation software at the 
show was from Psygnosis in the form 
of Wipeout XL, Fl, and, from affiliate 
(JeveJOpfiTi Reflections, Destruction 
Derby 2 and Thunder Truck Rally. But 
there was s feeling thai something 
was missing for PlayStation, perhaps 
highlighted by the display of weak 
Japanese games such as Aquanaut's 
Holiday [aimed at "enthusiasts who 
appreciate: new-age music"). However, 
it was also announced that several 
Japanese RPGs such as the well- 
received Beyond The Beyond and .4rc 
The iatf will get the translation 
treatment for U.S. release. 

Oil the Whole Saturn fared 
better. As well as a surprise showing 
of Westwopd's revered Commend & 
Conquer ana Amazing Studio's Heart 
Of Darkness (which now looks s tad 
dated due to its interminable 
development period). Nights from 
Sonic the Hedgehog creator Yuji Naka, 
was unveiled (complete with Sega's 
new analogue Saturn joypad). 
Alongside this was Sonic 
Extreme, a fairly impressive 3D 
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Graphically, much flf Nintendo 64'* Munch line-up Isn't light ytnnk aJiudd of 

h second-gene ration PlayStation titles as Wpvout XL and Fl. Super 
Mario M, howevor (and sorry If were going on about it), is something alse 



Want one of these? G4-uit gaming is 
, almost h*r«, but now that PlayStation 

and Saturn aia $199, can you afford it? 

interpretation of Sonic, and an 
unexpected showing of VF Kids (ported 
swiftly from its ST-V coin-op board). 

It was Sega's technology plans 
that attracted the most interest, 
though. Following on from its unveiling 
of its Model 3 board at the Tokyo AOU 
show, it presented the same realtime 
VF3 demo at E 3 which guaranteed a 
huge crowd. Rather amusingty, 
company President Tom Kalinske even 
had the gall (during his speech at 
Sega's House of Blues party) to brag 
that (as VF3 was on its way to the 
Saturn) "you can't do that on Sony or 
Nintendo!" For licensing reasons, 
that's true, but you certainly can't do 
1 million iriiinearly-interpolated, 
Gouraud-shadied, 24-bit color polygons 
per second on Saturn either, Tom. 

Of more immediate relevance was 
Sega's NetUJnk peripheral (page 2S). 

The PC made its strongest 

ever showing. Onge again. Scavenger 
blew away most of the competition in 
terms of technology, although it was 
interesting to note that it presented a 
wealth of new 3D projects such as 
Terminus, Tarantula, and the rather 
lovely Aqua, despite long-awaited titles 
such as Scorcher, Amok, and Into The 
Shadows still a way off release. A case 
of spreading resources too thinly? 

3D accelerator technology was 
one of the key attractions on the PC 
side at E» with 3Dfx demos of titles 
such as Core Design's Tome Raiders 
and Ocean's HMA Carnage proving 
that this card is a serious contender. 
LucasArtS Ghose to show off its Dark 
Forces /fusing the Rendition board to 
stunning affect, while VideoLogic's 
PowerVR technology played host to a 
neat collection of demos. 

0V6rall, E was a spectacular 
show for all concerned. But more than 
anything, it was a reminder that 
Nintendo is Still king of the jungle in 
terms of defining what r~~^l 

videogaming is all about IX^j 
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Dreams, stories, and games 



In the ongoing argument 
over the conflict between 
interactivity anfl plot, it 
seems to me that people don't give 
dreaming its due. 

All too often dreams are 
described in overly simple terms, 
as if they were stories. People talk 
about dreams in much the same 
terms they use to describe movies. 
They talk about the visual 
experience, in some cases using 
technical terms from moviemaking: 
pans, zooms, cuts, and so forth. I 
can't accept this; dreams aren't 
videos. I hope it's not too obvious 
to point out that, when you're 
asleep and dreaming, your eyes 
are closed; visual experiences 
don't exist during dreams. 
Whatever you may imagine you 
experience during a dream, it is 
most certainly not a genuine visual 
experience, so why should it be 
constrained by the logical realities 
of the visual experience? 

Another aspect of dreaming 
that strikes me as important is its 
nonlinear nature. Stories must, of 
course, follow a linear sequence of 
some sort (the pbtline). but 
dreams don't have to follow that 
rule. My own dreams don't follow a 
coherent plotline: why should they? 
Indeed, when we report a dream, 
we often provide logical 
connections that may not have 
existed in the actual dream, "And 
then I took the bowl off my head," 
may be something that our 
conscious minds insert because 
we remember having the bowl on 
our head at one point, and shortly 
thereafter it was no longer on our 
head. We therefore insert the 
logically obvious connection — but 
where is it written in stone that 
dreams must be logical? 

This bnngs me to assert my 
own personal opinion about 
dreams. I believe that dreams are 
a consciously appreciated subset 
of more complex mental activity. 
This is predicated on the 
assumption thai our consciousness 
represents only a subset of our 
overall mental existence — there's 
a lot more going on inside our 
brains than we are fully aware ol. 
When we dream, our brain cjts 
loose and lets the mental activity 
fly. Our consciousness is like a 
three-year-old observing a raucous 
party with loud music, flirtation, 



political debate, and oneups- 
manship all taking place 
simultaneously. Unable to 
appreciate Hie complexity of the 
experience, our consciousness 
strings together whatever matter it 
can find meaningful, and we call 
the experience a dream. 

Now. what does -,.. 

of this have to do with games? 
(Notice that I asK that question 
frequently in my articles.) The 
answer is. the relationship between 
the experience of playing a game 
and the intellectual structure of 
the game itself is rather like the 
conscious experience of a dream 
and the dream itseif. The actual 
dream is a vastly complex process 
that cannot be fully appreciated by 
the consciousness Of the dreamer. 
In the same way, a game is a 
vastly complex structure that 
simply cannot be understood from 
a single playing. 

What happens 

when game 
designers are 

only young 

programmers 

with no wisdom 

to impart? 

This implies something about 
the talent required of the game 
designer: the designer must be 
wiser than the player. The designer 
must see the world in larger terms, 
terms that the player can 
appreciate only In direct 
instantiation. Thus, I, as designer, 
create the following relationship for 
my interactive story: 

"A character's inclination to 
kiss another character when the 
opportunity arises will be equal to 
that character's affection for the 
second character, plus the second 
character's sexiness multiplied by 
the first character's lust, minus the 
first character's faithfulness to any 
significant other with whom that 
first character may have a 
relationship or similar intimacy." 

This is esoteric stuff (and is 
simpler than what I have actually 
used in my work). I certainty can't 



expect a player to understand, 
appreciate, or even ervjoy this 
concept. But if the player 
experiences this instead: 

"Jessica gazed into Brad's 
eyes: she had never seen him in 
this way before. Before he had 
been nothing more than the 
delivery man. but now she could 
see his wonderfully chiseled 
features, his tanned face, his 
gentle eyes, his tight buttocks, 
and she knew in her loins that she 
wanted him. In a single whirling 
flash, Frederick was forgotten and 
she was wrapped around Brad, 
kissing him frantically." 

Now, that's something most 
people can appreciate. Yet the 
language is really nothing more 
than a flowery instantiation of the 
earlier statement. 

It's the job of the talented 
designer to create esoteric 
generalizations that can produce 
such entertaining instantiations. 
Thus, the internal structure of 
interactive entertainment almost 
always lies beyond the grasp of 
the typical player. 

This implies that the game 
designer must be wiser and 
smarter than his players. This In 
itself is nothing new: after all. 
storytelling has for millennia been 
a means for wise and experienced 
members of society to impart their 
wisdom to the younger ones- It 
also suggests that a game is really 
a form of indirect communication. F 
may want to tell you about some 
truth pf the human condition, but if 
I say it in conscious or explicit 
terms, it will sound too academic, 
too intellectual, and you won't hear 
me. But if I wrap my message up 
inside a game, and let you 
experience its manifestations 
rather than its intrinsic nature. 
those manifestations can penetrate 
your consciousness and work their 
way down deeper, where the true 
message can be induced from the 
instantiations and understood. 

But what happens when 
technological constraints ensure 
that the only game designers are 
young programmers with no 
wisdom to impart? Must we wait 
for a generation of game designers 
to mature before the medium can 
blossom? I don't know. 

But I do know this is why j-xj 
interactivity is so important. LLjK 
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Nintendo's Yamauchi 
speaks out 



Datebook 



The most 
powerful man in 
the world of 
videogames 
speaks out 
in Japan 




Nintendo's Chairr 
Hlroshi VarrtflUehl Is not 
one to mix his words 



nil a frank interview with 
Japan's The Nikkei Weekly. 
Nintendo's global President 
Hlroshi Yamauchi candidly revealed 
some of Nintendo's core beliefs — as 
well as contradicting some of Nintendo 
of America's previous statements. 



NO.: With growing competition from 
both Sega and Sony, it would appear 
Thar Nintendo is no longer the 
champion o( Ihe videogame market 
Will you be able to revive your market 
dominance when Nintendo 64 arrives? 
Mr. Yamauchi: Most of the users who 
have bought 32-bit machines for 
V30.000-¥40,000 ($280 to $370). I 
believe, were older game players with 
their own money to spend. But we 
won't be making any money by going 
after those users. Nintendo will target 
younger users, elementary school 
or junior high school students, 
who can't buy the games with 
their own money. 
I NO: Nintendo has been lambasted 
M for N64 delays. Why was the 
g launch postponed in March? 
Mr. Yamauchi: Nintendo's 
software development team 
riyyijeij a few extra months lu 
finish Super Mano 64. Game 
creators can finish games quickly 
if ttiuy compromise. But users 
have sharp eyes. They soon know 
if the games are compromised. 
[Shigeru Miyamoto] asked 
(or two more months and I gave them 
to him unconditionally. 
NG: When will the machine be 
launched In the U.S.? 
Mr. Yamauchi: It could be either 
September of October. But November 
would be too late because business in 
the U.S. runs on a quarterly basis. 
NG: Why did Nintendo decide to stick 
to the more expensive ROM cartridges 
for its games? 

Mr. Vamaucihl: The ROM cartridge has 
its advantages and disadvantages and 
so dons CD-ROM, but some people 
overestimate the merits 01 the latter. 
The ndris are about even for eithsr. 
NO: What are the current sales 
projections for Nintendo 64? 
Mr. Yamauchi: Nintendo now has a 
monthly production capacity of 
500.000 units. We'll start with this 
capacity. But if we get users' 
support we may start boosting i— w? 
production in November. *-W5 



July 



Web Interactive '96 will be held Wednesday through Friday, July 31 
through August 2. at the Sheraton New York Hotel and Towers, in 
New York, NY. This event will be informative for website developers, 
multimedia producers and developers, publishers and broadcasters, 
with the content focusing on the top Internet software and hardware 
from the most significant vendors in the business (not open to the 
public). Complete up-to-date listings are at http://events.iworid.com 
/summer96/webint. or call 1 (800) meckler, FAX (203) 226-6976. 
or e-mail at info@mecklermedla.com. 



August 



Siggraph blends interactive media wilh clifiiiiil i-m i|r? r i iij ( uin-r>L , i.tnd has a 
hand in all of the newest emerging technologies of 1996. Open to the 
public, this event will hr hHri from Tuesday through Thursday, August 6-8. 
in New Orleans, la. Siggraon 96 has arranged special rates tor 
conference participants at hotels with easy access to the Ernest N. 
Morial Convention Center Startup Park. Digits! Bayou will he the 
Interactive gomes center and will Include 9poVfght games such as Virtual 
Playapece, Hoverbell, lleptic Challenge, Digital Dixieland, Cypress 
Adventure, and Bayou Sauvagc. To purchase exhibition space for 
5KKIRAPH 98, call or write: Siggraph yb Exhibition Management Hall- 
Erickson, Inc. 150 Burlington Avenue Clarendon Hills, Illinois 60514 
USA, 1.708.850.7779, 1.708.850.7843 fax. ha Iler1ci95lggraph.org. 

The biggy in Mac expos is corning your wuy. Macworld Expo will ue 
held in Boston Wednesday through Saturday, August 7 10. at the 
Wnrlrt Tfarie Gfinter Rnstnn and Rnysirif! Fxr>n Center This expo 
highlights the latest software and hardware developments for the 
Macintosh, new development kits, Internet related Info, conferences, 
computer graphics, animation, and games. Not open to the public. 
Preregistfalion deadline is July 8. at 5:30 p.m. After July 8, register 
on-site at either the World trade Center or the Rayside Expo Center. 
Fax complete registration information to (617) 4400363. Mail your 
registration to: Macworld Expo. 1400 Providence Hwy. PO Bos 9103, 
Norwood, MA 02002. 

September 

ANIOA, the Amusement and Music Operators Association, will hold its 
annual event this year from Thursday to Saturday. September 25 to 
28 in the Dallas Convention Center. Dallas, Texas. This event Is not 
Open to the public, out will show the newest orcadc gomes, 
redemption games, virtual reality games, pinbali machines, 
jukeboxes, etc. to the industry. For more information please contact 
Fred Newton at AMOA. (312) 2451021: ore-mail amoa@sb3.com. 



November 



IAPPA. the International Association of Amusements and Attractions, 

is Irke a big arcade show except for Hie simulators, rides, and 
amusement attractions, for which it's famous. Closed to the public, 
it's held from November 20 to the 23 in New Orleans, LA, at the New 
Orleans Convention Center. Call 1 (703) 836-4800 for more info. 




DEATH, It's whrtthgyliye to 




Against a dark and shifting 3-D landscape, 
the warriors of the twisted underworld known as BATTLE ARENA TOSHINDEN 2™ await your return. 

v you'll be back? Let's just say it's a gut feeling.As in the first 360° go-round, the moves are 
.,__ isceral and the characters, wicked. And this time, the original avi 
crew of fighters. Like Tracy, the sexy cop gone bad; Gaia, merciless madman; and Chac 

to swing a sickte. All of 'em real keen to get to know you better. On every level, 



msmmsm 



So welcome backAnd plan to stay awhile. Because here in Battle Arena Toshinden 2, these 



to take you out. 



http://www.playmatestoys.com 



TAKARA 
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Introducing 

WICKEDLY FAST 

MIND-BLOWING 3D 

lYSTiyB' 



ir 1 — s 



o( graphics innovation for 



fast 3D game play wilh all the high resolutions and 



can finally accelerate trie avalanctns of Direct 3D games coming to 
'" 'so get the world's fastest DOS game play with its 

i yourself in no-compromise 3D game performance with up 
+ frames per second at full screen and in realistic colors. That's 
twice as fast as the competition's 3D ctecs/erafors. And for the ultimafe 
gaming solution, add on Mmtm F 
games right on your big screen TV! 

More than just another 3D game accelerator, Matiux Mys&pw integrates 
fast Windows, video and DOS acceleration into a single t 



in 2 (or 4MB) of SGRAM memory, you can boost your 
speed, resolutions and colors even more by upgrading lo 4MB of 
memory for under $90- 

Also available are olher Rainbow Kimner add-ons for hardware MPEG 
playback grabbing still frames from your VCR < 
ing TV on your PC. 

And as if that weren't enough, you also get three amazin 
including: MechWarrior 2 "" Irani Activision. Thunder Truck Rally* from 
Psygnosis and Scorched Planet'" from Criterion Studios, plus a 3D Web 
browser and a software MPEG player. 

So don't settle for the competitions' 3D toys. Transform your home 
mplete 3D entertainment and multimedia system with Mud 
. Starting at only S199 (ESP for 2 MB, PCI bus) 
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1-800-362-9368 http://uuww.inatrox.com/niga 
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MECHWARRIDRZ 

PSYGNOSIS 

HUMDCD TRUCK RALLY 
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and the 



cant get their 
hands on them. 



Only new subscribers to 
Heart Generation can. 



Discovering intelligent life on others planets seemed e 
than finding an intelligent games magazine - until Next 
Generation. Our sophisticated design, unrivaled editorial 
style, and journalistic tenacity have boldly uncovered son 
of the gaming world's best kept secrets. Have those 
secrets inconspicuously delivered to you, month after 
month, by subscribing to Next Generation. Hb^^S 

Call us today at 1-888-4IMAGINE to 
order 12 issues of Next Generation 
for only $19.95 - a savings of over 
65% off the cover price. 

When you subscribe, we'll send you "The Next Files" FREE 
with your paid order. These two limited edition CD-ROMs 
include the editors' choices of playable PC/Mac demos, free 
Internet software accessing "subscriber only" online events, 
plus never-before-seen QuickTime™ movies of the hottest 
32/64-bit games you'll be playing next year. 

Next Generation - your inside source to the gaming world. 



Activation Code 



ttp://www.next-generation.com 
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HE "XUmRH^VHOHE RUM SWING 



SO YOU GOT ROBBED IN THE GOO GIVEN-TALENT DEPARTMENT. BUT DON'T LET 
THAT STOP YOU. YOU HAVE PLAYSTATION'S 3D REALISM THAT DELIVERS ALL THE 
PRESSURE AND INTENSITY OF PLAYING IN THE BlG SHOW. YOU CAN TAKE THE 
FIELD IN ALL 28 STADIUMS, IN ARCADE OR SIMULATION MODE. AND EXPERIENCE 
EVERY ANSLE OF THE GAME FROM THE MOST DYNAMIC PERSPECTIVES. YOU'RE UP 
AGAINST 700 BIG LEAGUERS PLAYING TO THEIR REAL ABILITIES BASED ON 
THEIR ACTUAL STATS. SO YOU GET TO WHIFf ON JACK MCDOWELL'S SLIDERS. 




PlayS?aIior and Ihe PlaySlaSiun icqos ir=- --anerr- t:: ■','.' ,!"■■ ._,i'. 
Leaqu-eCiuD insigfi'iasdeDieieflon lt>ispriji.c[ u : .! .'.. „■-... ■.'■•}■-. 
Dili Iheir wfiMen wnsenl. Major League Basetal w^t; ^X^l. '. -l„,; '., 



,il..: lif.IIui 1 1;; I.--; .l-: f: I'., -i : t.c. ineMajoi 

■, .._,:..: . :" , ' ■:. - ;iU - aducad with- 

■ : : ;,.--;- ir_. ■■ ,.■.■■ iliicialUcsnsee Ua|ur 




UNCONDITIONAL LOVE. ISN'T that 



Corkscrew yourself into the ground oh TIM WAKEFIELD'S knucklers. 

And hit pathetic nubbers off DAVID CONE'S split-fingered fast- 
PlayScatton balls. Then you take the hill against sticks like 
o vjJM ALBERT BELLE. MO VAUGHNandCECIL fielder, 

(fig, 

V^^""* WHO'LL SEND YOU PACKING ON THE FIRST BUS BACK TO 



PaWTUCKET. YOU CAN EVEN TRACK YOUR EMBARRASSING 
STATS OVER THE ENTIRE SEASON. BUT NO MATTER HOW 
MANY TIMES YOU TAKE A CALLED THIRD STRIKE, NO 
HATTER HOW MANY OF YOUR HANGING CURVES ARE JACKED 
INTO THE NEXT ZIP CODE, ALWAYS REMEMBER: YOU'RE 
STILL LOVED. AND THAT'S ALL THAT'S IMPORTANT. 
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Lsagiie Rassoalt Players Associalioi Lago © MLBPA MSA. Developed Dy Sony Interactive Studios Arr-enca © 1996 Sony interactive Entenasnmert Inc. Call 1-800- 
775-3/72 IcMnfarTalion on Game Ratings Fq- game hrnls can t-90C-933-SOWV(7f>69). The charge is S-55 per minuts^vg -engirt rj( call 4i mn.). Callers under the 
age of 18 mist get parental permission to call. Touch-tone ptione is required. Available 24 hours a day/7 days a week. ll.S only, Mtpv/www sony cam. 
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A 




.Sony's and Sega' 



easons why it 



On September 30, Mintendo 64 becomes the most powerful home videogame system in the 
U.S. Does this guarantee success? Mot necessarily — in their time, so were Jaguar, 3D0, and 
Neo-Geo. And look what happened to them. So what is Nintendo 64's Achilles' Heel? And 
what could possibly lead to the game industry's 900 lb. gorilla dropping the ball? 



higeru Miyamoto's Super 
Mario 64, which made its 
debut in almost complete 



Expo) in Los Angeles, is 
inly th9 single greatest 



is also, indisputably, the most 
videogame hardware ever re 



home. Those two facts alone, combined 
with Nintendo's $54-rnillion marketing 
:r holiday : 

undoubtedly result in a t 

of the 500.000 Nintendo 64 units 
allocated to the U.S. market in 1 996. 
(Bear in mind, h 
marks more than $100 in marketing 
dollars for each unit sold.) 
jrprised if t 
: units are presold long before 



sell out, if for no other r 
the shortage of units during die h 
— i will create a huge demand. 



Alarm 64 and with the Nintendo h 
machine ramping up to full swing, its easy 
to be overwhelmed into believing that 
Nintendo will dominate the game industry, 
pushing PlayStation and Saturn aside, while 
simultaneously countering the continued 
encroachment of the PC into f 

" ry. Wh- 



Id. Next Generation has 

my praised Nintendo, and 
"promoted" Nintendo 64. But — in the 
ice of any objec 
game publications — 
t is our duty to i 
of the coin, ar 
Nintendo 64's failure. 

In this groundbreaking Next 
Generation report, we'll start by 
"terating what everyone already "knows," 

; 10 reasons why Nintendo 64 will be an 

overwhelming success. And then we'll 
outline what no one oui ' " 
Sega wants to admit: The Bi reasons wny 
Nintendo 64 could fail. And don't be 
i find thatsor 

l" of third-party game 
developers — end up on both lists. 

10 reasons why Nintendo 

64 will succeed... 

1) Shigeru Miyamoto and 
Nintendo's first-party 
development teams 

; or Nintendo, it's always been about 

Hired by Nintendo Co. 



. he created Mario for the 
■ Kong coin-op and never 
He is arguably the greatest 




videogame designer in the world (som_ 
miebt sav Seca'sYu Suzuki andYuji Naka are 
i), and his gam 
than 100 million units worldwide. 
With Mr. Miyamoto and the re 
Nintendo's awesome in-house 
developing exel 
only way to get the 
AAAt 



Yamauchi,$4 biifion cash in the 
bank, and lots of experience 

According to conservative 
Nintendo has around $4 billion in the bank. 
That translates into a lot of marketing 
muscle, It'll be spending $100 marketing 
dollars for every Nintendo 64 system 



in fact. Nintendo 

along a great deal of excess 

could well sink the ship. 
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shipped in the US. in 1996. It | ' 

'""cult, by the winter holiday, 
a Toys R Us and not find any other 
products for sale, frankly. Between 



with Nickelodeon. Kellogg's. and 
Blockbuster-Video, expect Nintendo 64 to 
highest mind-share possible 

; will be 
the main buyers of the unit — parents. 

3) Thot "Nintendo" badge... 

In the mid-1980s, when Nintendo had a 

.. _'ket,the term "Nintendo" becarr 
almosta generic t .... 

n't "little Johnny's playing a 

Johnny's playing Nintendo." 



mmmmmm 



Nintendo is aiming its high-tech system a 
younger children, parents will be doing 
most of the buying, and if the only 




marketing blict 



tTvi of choice. 
■■ number of consumers 
waiting for Nintendo 64 to 



4) 64-bit versus 32-bit 



hardware when compared direcdy to ! 



64-bit RISC CPU runs ae 93.75 MHz 

(compare this to th ~ 

RISC CPUs in Saturn, which run at only 28 
MHz or the PlayStation's 33 MHz R3000A 
RISC CPU), and the console sports 

i-based Z-buffering, tri-linear mip- 



m 


interpolation, perspective-correct 
.ire-mapping and anti-aliasing. (Note: 


for, 


:omplete definitions of these and other 


tedi 


nical terms, please see the NG 


Lod 


con, NG 1 S. The Lexicon also may be 



In the mid-1980s, 
when Nintendo had a 
near-monopoly on the 
8-bit console market, 
the term "Nintendo" 

became almost a 
generic one 



found at NG Online at http://www.next- 



i chips (according to a 
Nintendo spokesperson) and the proof is 
clearly in the games. But let's just forget 
gameplay for a minute. From a purely 

H, Super Mario I 



to spend 

four or five years arguing with 



short of amazing, as it 
sharp graphics and features little of the 
polygon seam show-through or clipping 
and culling glitches that are commonplace 



Nintendo 64 Marketing Specs 

Shin Date: September 30, 1996 
MSRP: $249.95, includes power cable, 

1 controller, Nintendo 64 base unit.AV cable 
(no pack in gr~~~' 



ners co go with Nintendo 64, it will have 
ten Sony's and Sega"s combined efforts. 
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on both Saturn and PlayStation. 

n the best hardware, 
simply must own Nintendo 64. And e 
though gameplay will shine cho ' 
end, graphics have an importan 
play. If they didn't we would Still all be 
playing 16 bit. 

5) "Dream Team" policy en: 
that all N64 games ore gre< 

By confining the number of third-party 



*mmmm 



arrangements with qualicy developn 
studios, Nintendo hopes to assure that 
every game release on the syst 
an A.AA, or, in the case of Miyamoto's 
personal outpuc,AAA title. Nintendo's 
high standards of quality control are 
legendary, and the company is definitely 
go ing for quality rather than quantity with 



will say — may be sinking 



6) A revolutionary «. 



and is able to deliver play experiences that 
were never previously available on a homi 
console system. And although Sega 3rd 
Sony also have analog offerings in the 
works, only Nintendo's is native — - 1 ™ 
for and expected by every design 






s where the analog stick will 



Competition; Sega Saturn ($199), Sony 
PlayStation (3199) 



-its of analog a 
NG's joystick feature in NG 17.) 
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7) Cartridges have many 
■advantages overs CDs 

The time between when a machine 
- ion CD 



triple or quadruple chat for PCs and Macs), 
t-based system, gamers can ' 



annoying load times between 
levels either. While this isn't a huge factor, 
and hasn'c hampered the success of 
PlayStation or Saturn, it should Send to a 
subtle feeling that Nintendo 64 is the faster 
system. Carts are also less likely to break. 

Most significantly, however, is 
hardware savings that supporting i 
give Nintendo. Without the need for 
either a CD-ROM player or extra RAM for 
data to be loaded into, Nintendo is saving 
itself at least $50 on a manufacturing level, 
translating to at least $ 1 00 off the street 
price. Thus, it's n 
Nintendo as a $250 (,_..._ 
a CD-ROM drive, and the PlayStation as a 
$100 game machine with a CD-I 

8) DD64 offers unique gameplay, 
and a gateway to online gaming 
"i DD (disk drive) 64 (also 

"bulky drive." and presumably 
destined for another name change before 

i die U.S.) is one of the most 
exciting reasons to support Nintendo 64. 
abling gamers to store huge amounts 
of save-game data, custom characters and 
; ea reality, and even 
i the prospect of update 
disks for games, rather than having to buy a 
whole new can. A writable disk also will 
be key for any Internet strategy that 
Nintendo decides to pursue, enabling 



o — » ...And 20 reasons why 

i). b/ Nintendo 64 could fail 

hj ne] Now it's time to play devil's advocate. 

White Nintendo 64 will certainly be a 



I advantage of this, like Super 

Mario Kart R. Wayne Gretzky Hockey, and 
'igTime. Developers seeking to 



gameplay on Nintendo 64. 

/ 0) internet Strategy 

Despite an official "'no comment" from 
company representatives, it's no secret that 
i pioneered an 8-bit 



> gaming as the 
;re of gameplay. The company is known 



modem would e 

and multiplayer networked gaming options 
to a degree greater than Sega's NetLink 
Internet connection kit for Saturn. 
One to watch for. 



Nintendo 64 Technical Specs: 

CPU; MIPS 400 64-bit RISC CPU running a 
93.75 MHz 



Coprocessor: sound and graphics, DSI> 

running at 62,5 MHz 

Sound: 64-bit DSP running at 44 KHz 



gamers, ultimately, will 
fate of a sy 



gamers who will, in the end. decide who 
wins the i 

Chief among these c 
! the gift buyers — moms and dads. 

ho buy systems for 
'c afford the games 

•e many 

.is they may eschew Nintendo 64 for 

a Saturn or PlayStation. Chief among them 
e the high c ~ 



rware on the shelves — 
traditionally an 
the success of a platform. V 

Nintendo 64 will far), but if it 

up to Nintendo's own expectations, it will 
likely be for the reasons outlined bel 

I) It's just too late 

Let's not forget that Nintendo 64 ha. 
suffered horrific delays. Twice. Originally 
scheduled for a 1995 release, the launch 
was postponed until April of this year. 
Then, it was delayed again. 

These delays have benefited 
Nintendo's competition in c ~ 
it has enabled them to sell r 
units at a higher price (if only to those 

ig for Nintendo 64). 
Second, the extra year's head start now 
enables Sega and Sony to compete i 
second- and even third -generation 
software, as opposed to merely their 
opening salvos. Many observers would 
argue that this has fudged the distinction 
between 32 bit and 64 bit, robbing 
Nintendo of Ms advantage. 

There is a historical precedent for 
those who would prop! 
In the 16-bit era, Nintendo's i 
bringing Super NES to U.S. shot 
Sega to gain a foothold that »" 
costing Nintendo [ust over h 
market share — despite Super NES's 
obvious tech 



>mely tough competitors, 



\ Four controller pt 

le who has played 



year. Sony says it'll do 



I ng special If* 



Ac best. Nintendo will sell 500,000. Any 
dreams of the videogaming equivalent of an 

By January I , Sony and Sega will have 
led the critical mass of hardware sales 
ed for long-term success, and 
. .....indo will only be halfway chere. And 

three-way races in the videogame bustn~~~ 
i always to boil down to two strong 
:ors and one pathetic ; 
" " the TurboGrafx- 1 6! 
ndo's stringent qualiry-cc 
s should also ensure that n 
software ships late. too. Mr.Yarnauchi has 

— ! ~n in postponing the 
release of games at the whims of his 



: $399 and PlayStatior 

„r $299. $249 looked like a great price- 
point. But with Saturn and PlayStation no 
than $200. Nintendo suddenly finds 



being the most expensive console ■ 
block. And while Sega and Sony c 
include a pack-i 
themselves of about $3, for Nintendo to 
do the same would cost about 10 times 



_ 64 will weigh in at 






PlayStation. 



simply can't tell the differer 
bit and next-generation titles. They l.. _ 
just as satisfied playing a side-scroller or 
Super NE5 as they would be playing 



Couple this with Nintendo's 
intention to continue heavily prorr 
the Super NES and it's not difficult to 
i 

with the idea of buying a Nintendo 64 ir 
■ NES ■ 



m 

tfianSeOT) ^BT 
[suddenly f?ndsKs< 
Uie uncomfortal 

FgHttM*£»einJ 
^flafct expenqj 
cowsole on thejl 



4) "Toys" ain't cool 

Older gamers — who will definitely care 

about the difference between 32-bit and 

64-bit — may be far less li 



as a "kiddie system,'' ! 

and Sony will surely exploit this 
their own marketing. And, in a 
"which- is -cooler?" war that will be 
fought largely on the playgrounds of 
U.S. schools, game quality may r' " 
second place to perceived hipn 
Sure, the hard-core gamers will still 
buy Nintendo 64, but — as v 
I at the start of this piece — t _ 

_ore gamer makes up only a small 

fraction of the market. Indeed, most 

ies like StarFox or Mario 
Karl despite the cute characters, not 



PlayStation. The PlayStation had more 



development for Nintei 

end of 1997. And I 

fewer games available, the sy 

far less appealing to mom and dad when 

they walk into the store, since one of the 



i ways a s 

, hasers. like parents, is by the number 

of titles available, not the quality of t' 
titles. (Many people put off buying a CD 
' rer until CDs took up as much space in 
d scores as vinyl LPs.) 
is, despite what Nintendo may have 



. ' l. ' A l 'gll ' lW' 



ire developers with little 
I (Id s 



or Naughty Dog's C__ 
examples). Often the best policy is simply 
to throw enough mud, and hope tf 
sticks. Indeed, much of Nintendo c-.i 
initial line-up is far from impressive. 

Let's quickly compare cartridges to CDs: 
i $20 and $30 i 



mBm 



The consequence? Publishing games 
a huge risk, requiring 
up-front in 
cash, and the gamble of having to r * 



. ie is being 
targeted to the lowest age demographic. 
Mam and dad are probably just as likely to 
buy a cheaper : 
notwithstanding the psychologicai 
implication that by being more expensive, 
the Nintendo 64 is the "premium" system. 
After all. it's a kid's toy. who cares, right? 

3) Kids don't care about 64-bit 

; have repealed that most 
;r about 1 2 years of age 



5) Quantity over quality? 

As a by-product of Nintendo's quality-over- 



Nintendo "Dream Team" Partners 



Becoming familiarized < 
; of publishing * 



to see why publishers will n 
return to cartridges. Ninte. 
it can survive without sub 
party suppi 
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7) Third parties are scared of 
Nintendo "cheating" 

c™™* recent history: In late 1 994, Shiny 



the Super NES on a I6-Mbit cartridge. Two 

er. Nintendo's < 
Country was released on a 32-Mbit ca 
sold for $ 10 less. '•How the hell are ; __ 
meant to compete with that?" bemoaned 
Shiny's Dave Perry. He has a point 

: of the 



make a profit over and above its licensi 
;ry step of the way. Of course, 



4 * 



the ability to make i 
cheaply as possible. 



— -mes today do 
to fully using the full 
way, developers are 
:CDs 

^ to 

i well as Red 
— both of wh' ' 



11;T 


T ^B^"\ 


H ■ ' £~\ 


* , . & 







10) "Dream Team," or nightmare? 

Imagine you were to put together your 
dream team of game developers to a 



jld definitely include outfits such 
areSoft, Nameo. Konami, WestWood 

Studios, Psyg;nosis, and Bullfrog. 

f GameTelc 

Acclaim, Spectrum Holabyte — and then 



. simply 
100 cartridge. 



for good or ill, many developers 



Development Tools: 



reason chan to justify the expense to their 
shareholders. Many developers seem 
r titles will not sell 
lultimedia flash which just can't 
- ---tridge format. 

9) One trick pony? 



Software Creations — Developed i 
for Nintendo 64 

Nichimen Graphics, In: — Developed 

markets content development systems and CG 
tools for Nintendo 64 

Paradigm Simulations, Inc — Created turnkey 
development bundle. Fusion 64, tor Nintendo 64 
publishers and developers; also offers training 



gaming 
players who 
the Super NES 
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and go, fashions change overnight. Try 
selling Teenage Mutant Nrn;o Turtles or 
Cabbage Potch Dolls on the street today, 
and witness the lukewarm n 

"lore pragmatically, Nintendo is 
■urtg on brand loyalty and the Mario 
e to sell systems. But what does an 8 
■old remember about Nintendo? 
. .. _jal Boy, anyone? 

No, the loyalty to the Nintendo 
brand is among users 1 5 years of age and 
up — the people being targeted 
2nsively (and successfully) by the 



12) But these guys are Nintendo 



Nintendo loyalists often fall back 



failed, it's marketing and mindshare are Jl 
too damn strong." To which we reply, 
"Virtual Boy." 

The 32'bic "virtual reality" system's 
abysmal performance (a 
" it "Nintendo's Vi> 
nes Nintendo's ham-fisted 
rketing efforts do fail, especially when 
the product simply isn't up to snuff. And 
while the Nintendo 64 is certainly 



software, may never arrive. purchai 

Less symbolic, but of perhaps more as in Nintendo's business plan, mom and 

tangible concern is the damage that Virtual dad are doing the shopping. 
Boy may have done to Nintendo's 

relationships with retailers, game IS) DD64: Nintendo's 32X? 
developers, and, yes, gamers. Once bitten In the enure history of console gaming 
l't a saying that has traditionally there has never been a peripheral that r 
' weight in the fickle world of sold in significant numbers, 
jt Virtual Boy hasn't helped which will add at least another 5100 to the 



13) The high cost ofgan 

Most Nintendo 64 carts will r 

between $69.95 and $79.95. Sega's value 



D high cost of goods, Nintendo 

ornpete on price for games. 
„. ,.,,£ (albeit unlikely) i 
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14) "Heeere Sony, heeere Sega — 
have some free customers" 
With a maximum of 500,000 units arriving 
in the U.S. before the end of 1 997. plus a 
marketing budget in excess of $ 1 00 per 
hardware unit, demand for Nintendo 64 is 

> outstrip supply. Nim 
fuel a fire that it simply doesn't t._._ 

i to deal. This will 

1 drive buyers, particularly parents 

te for winter holiday \ 

duct shortages). And once 
[-generation system is purchased. 



cost of Nintendo 64, is not likely to 
exception, despite the range of features it 
will offer users. "It's not a route I would 
advise taking" ruefully warns Sega's Tom 
Kalinslce. conscious of 32X's high profile 

Indeed, it's possible to argue that no 
matter how DD64 fares, it's bad news for 
Nintendo. If it fails i 
numbers at all, then Nintendo is stuck with 
cartridges (bad news) and can wave 
gqodbye I 
competitive oniine gaming network for 



the Nintendo 64 game mart 

" i — half the people will want 
Jge games, half will want DD64 



If DD64 sells like hot i 
I add-on for 
gaming, then the entry 
Nintendo 64 gaming increases by $100 t 
$350 (bad news). 

Add it ion a :l I v. Nintendo's history of n< 
, 6 w,. many games 
Scope or NES Robot add- 



t to think twice before they buy. 
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ONLY ON SEGA SATURN 



SEGA SATURN championship- 



s manufacturer. Son/. And while 
larketing. the focus is always on 
the PlayStation brand, in store poim-of- 
purchase displays (more likely to be i 
by gift buyers), the Sony name is always 
prominently displayed, for just that reason. 

When gift buyers walk into a 
intending tP buy a game system, seeing tl 
trusted Sony name at a lower price-point, 
combined with a volume of available (and 
cheaper) games, is bound to impress — 

~'"i Nintendo's name. 
with which 



i when squaring off against '_. e _ 

■ try's 900 lb. 
gorilla may well have just run up against a 
bigger, scarier monster than even itself. 

J 7) Sega 

Despite its initial lacklli 

the 32-blt race, Sega Isn't going anywhere. 

It plans to spend almi 

Nintendo through 1996 on marketing, and 

it has something that Nintendo has never 

had — AM2's library of killer coin-ops. 

Virwc Fighter 3, anyone? 

Sega can also be relied upon to 

produce a more innovative marketing 

campaign that reac' 

in denominator of puke 1 

i pseudo-re be! I ion. Combine this 
new Sonic on Saturn and Gen 

and Nights on Saturn, and it's clear tt 

Sega isn't planning on taking Nintendo's 

threat lightly. 

And, of course, at pn . . 

- L - only Internet strategy among the 



\B) Nintendo is too tightly tied 
to Japan 

In the words of one Nintendo 
subcontractor, the folks at Nintendo of 
America are "so '#@ing asinine that they 
have to get permission from Japan before 
;m can take a shit" Indeed, 
■ne that this is a slight 

i point is clearly made. 
While all three console 
manufacturers are closely tied to their 
Japanese parent companies, none are tied 
more tightly than Nirtten 

] it is getting 
i, it's generally free 
Ji the information 
once it's in its hands. Sony has even 
greater freedom, especially since so 
SCE Japan executives are now occupying 
offices at SCE America's Fc 



Nintendo of Amenta simply can't 
maneuver in the marketplace as fast as 
Sony or Sega can. 



Electronic Arts - FIFA Socc 



Gamttek - Robotech Crystal Dreams 




Interplay 
Virgin - F>«__ 

TWI/WFIIiams ■ Wayne GrsUky Hockey 

Williams Entertainment - Doom. NBA 

Hangtime, Mortal Kotnbat Trilogy, 
War Gods.Robolron X 



19) Developers just aren't ready 
for 64-bit 

Very few game developers around the 
world have come close to exploring all of 
32-bit v s possibilities-, let alone prepare 
themselves to start pushing the envelope 
of 64-bit game development. 

The skill required to make a great 3D 
game goes far beyond the skill set r 
for a 2D game, in terms of charactc. 
design, world creation, and gaxneplay 
elements. Just creating a tenable camera 
luse a multitude of headaches. 



Is differenti 
only a few titles ■ 



In conclusion 



■64 will be a huge success, but that su< 
is by no means guaranteed. Without 



ut with Super Mario 64. it'i 
to see how it can faiL We'd all buy a 



Please allow us. 




npetition'5 story 



e™ set industry standar " 
on. The new Indigo 2 IMPACT™ not only takes 3D performance to a highe 



ting, special effects, 



>ms are only just introducing 3D capability 
equivalent products, our prtcba <.»■■;» ■■■ «__, 



igly low, Indigo- IMPACT starts at just $22,000. 



The TDZ™-300 GLZ5 (a 200MHz Pentiu 



ring Playback, and 



perf benchmark, set 
ill 1.800.636.8184 Dept- LS35. 



Silicon h{0 Graphics 

See what's possible 




FOR YOU, THE HELMET IS OPTIONAL. 
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| The most realistic racing experience 
yet for the Sega Saturn. Amazing 
3-D graphics and tight control for 
gameplay so intense you can 

almost feel your head rattle. 



fSix act ion- packed tracks 
including Monte Carlo, Suzuka and 
Hockenheim and five top authentic 
Formula- 1 racing teams featuring 
Ferrari, Benetton, and Williams. 



fCustorniTable player settings 
for greater control of your car's 
performance including mid-race 
pit row changes. 



| "This new racing sim sets the pace 

for the rest of the field- The game's 

3-D graphics match or surpass Sega's 

previous racing titles..." 

- cve£ff spouts 




Super Mario 64 N64 John Madden '97 PS-X, Saturn, PC Shining Sword PS-X Novalogic PC CD-ROM 
Soviet Strike PS-X Pilotwings 64 Nintendo 64 Montezuma's Return PC CD-ROM Destruction Derby 2 PS-X 




First looks at the hottest games of tomorrow 



his month. Next Generation briny*, 
you the largest preview we've ever run 
for Shigeru Miyamoto's Super Mario 
64, plus an exhaustive report on its 
sister showcase title. Paradigm Simulation's 
Pltotwings 64. Also, Sony's new wave ot 
games will provide PlayStation owners with 
more than a few killer sequels, starting 
with Wipvavt XL, Destruction Derby 2, 
Soviet Strike, and (at last) Madden '97. 



48 Super 



Shigeru Miyamoto's firs! Nintendo 64 title 



62 Novalogic re 



66 Madden '97 



The most recognizable name in console 
sports is ready to charge down the field 






■I puts a whole new spin 



77WipeoutXL ruvsu 



Psygnosis' sequel to one of the fines; PS-X 
games ever is an incredible follow up 



80 Soviet Strike wn 



82 Baliblazer Champs 



LucasArts updates a 



85 Thunder Truck Ral 
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It's destined to be the greatest videogame ever. 
Next Generation presents the most in-depth look 
yet at Shigeru Miyamoto's 64-bit masterpiece 
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Mr Miyamoto's puzzle def 


ign genius is revealed 


(above). Mario is standing 


in front of a mirror, but 


something is different in the reflection than in the 


Toam — an important clue 


to locating a secret 


course. Trie ship {right), shows NS4's perspective- 


correct texture-mapping a 


nd dopth-cuing abilities 



S^t 
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Whether fighting an 
enemy (top), or wandering 
around, the feel of the 
world is instantly familiar 



Format: 


Nintendo 64 


Publisher: 


Nintendo 


Developer: 


Nintendo 




Release Date: S e ptember 30 
Origin: Japan 



orget everything you've 
ever known about 
videogames. Super 
Mario 64 sets new 

ndards in gameplay, 
1 graphics, and level 
design. While an M2 or PlayStation- 
style "dinosaur demo" might serve to 
show off the sheer technical prowess of 
Nintendo 64, Super Mario 64 is the real 
deal. This is an actual gameplay 
experience, and the perfect package with 
which to demonstrate to garners that 
Nintendo 64 is a machine which, when 
properly programmed, has the power to 
fundamentally change our perceptions 
about what makes a great videogame. 
Of course, this is largely due to the 
work of the game's producer and chief 
designer, Shigem Miyamoto. His 
handiwork is very much apparent in this 
project; 64-bit or not, this is clearly, 
unmistakably, a Mario game — right 
down to the corny plot. 



Supposedly, Mario has left the castle 
he shares with Princess Toadstool to 
fight through Super Merio World. When 
he returns, he discovers, to his horror, 
that Bowser ha; invaded, filled the 
castle with kupas, goombas, and other 
assorted nasties, and has imprisoned 
Princess Toadstool In a stained glass 
window. So (just as it's been since 
1985, with the release of the flrsL Super 
Mario Bros.) it's up to Mario to defeat 
Bowser and his minions an(i free the 
princess. Of course, this may not explain 
why his castle is jammed to the gills 
with dangerous levels, lost iiakes, and 
pools of lava, but hey, if we wanted a 
good storyline, we'd watch The 11th 
Hour. Like so many truly great 
videogames, Mario has always been all 
about exploration and the simple foy of 
playing, not story. 

The basic format 

of the game will be familiar to 
most players. One hundred 
and twenty stairs are hidden in 
the game, 105 of them in 15 
different "courses,"! 7 in each 
course) and 10 hidden among 
other levels ( like those leading 
to Bowser) with 5 hidden in 
the grounds of the castle 



Like so many 
truly great 
videogames, 
Mario has 
always 
been about 
exploration 
and the 
simple joy 
of playing 
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Zooming in close 






Mario while In the 




of the castle reveals 




cartoon quality 






animation and »n 


it 


ng 



itself. The courses are themselves hidden 
In the castle, and are usually accessed by 
jumping through pictures on the wall 
(showing off Nintendo 64's impressive 
realtime morphir.g capabilities). At first 
only a very limited region of the castle is 
accessible to Mario, but as he collects 
stars and fights bosses, he gains keys 
which enable him to access additional 
areas. When he has collected enough, he 
can fight Bowser for the final time (they 
meet three times in the game) and free 
the princess. The number of stars 
required to fighl the final Bowser and 
complete the game is actually far less 
than 120, but no serious gamer should 
consider the game complete until all 12c 
have been collected. 

SOUnd Simple? Guess again. 

Based on our extensive playtesting of a 
prerelease version (at the exlusive invite 
Of Nintendo) we estimate that the 
average gameplayer can expect more 
than 85 hours of gameplay to get all 120 
stars. Experts (the kind who solved 
Super Marfa Wortd'm four days, and — 
of course — Next Generation staff 
members) may complete the game in 55 
or 60 hours. 

And N Irrtendo isn't squeezing out the 
hours by forcing gamers to go through 
the same level again and again to try to 
perform some difficult task, or by 
limiting the number of locations from 
which you can continue iyou can save the 
game each time you exit a course). There 
are simply so many different things to da 
in this game ancf different skills to 
master that it will simply take a long 
time to Solve, 

Like in Super Mario World! obtaining 
free guys in Super Maria 64 is totally 
straightforward, so the challenge is 
performing tasks in the courses, not 
searching for free guys or pewer-ups. 
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The familiar enemies, 

turtles, koopa&, goomba; 
and more are all back 



There is enough deep gameplay 
that among the Quests for coins, 
pink bombers, and (perliaps) 
Mario's hat, one can quickly lose 
sight of acquiring stars as the 
ultimate goal of the game. The 
castle alone seems as large as 
some of the shorter 32-bit 
offerings (say, the otherwise 
commendable Jumping Flash!) 
that have been released in the past year. 

SO JLISt hOW do you get Stars? 

In each course, there are seven stars. 
One star is awarded for collecting all 
eight red coins, one for collecting 100 
regular gold coins, one by shooting 
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in otherwise 
other four 



yourself from a c 

unreachable ledge, and the o 

are hidden. With the prjssit le exception 

of the first course, do not ixpect to get 

all seven stars the first trrr 

course. Not only are most pf them huge 

(300-400 yards on a side, If you assume 

Mario is about 5 feet ta!l)j but many, 

especially early in the game, require you 

to leave and come back before you have 

the power to find all of the! stars. 

Like Super Mario Woi'Jcf, the game 
is largely nonlinear and on:e you have 
access to a specific part of the castle, 
you can enter the courses in any order 
you desire. Although the courses are all 
extremely different, there t.re some 



pecia 



ti\ 



We estimate 
that the 
average 
gameplayer 
can expect 
more than 
85 hours of 
gameplay 
to get all 
120 stars 




oves 
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Maiio'a gjiits ,ncl urio 

running (top) and walking 
(abovo). In all, 60 
different states of 

acccle ration .iro potftibl* 
With tl» analog stick 



n elements in each, like a cannon 
which Mario must shoot himself out of, 
once he finds and talks to a special 
"pink bomber'." You must also watch out 
for common hazards, like losing your 

hat (which causes. Mario's course- 
ending "victory dance" to turn to a 
humorous display of frustration). 

The game does not consist 

simply of 15 courses and the castle, 
however. There are also levels you need 
to go through before reaching the bosses 
or gaining certain power-ups (like 
pixelated Mario or your flying hat), 
Once you get a star or a key (assuming 
you save], it's yours to keep. Things like 
coins, though, reset each time you enter 
a course. Players familiar with 
Nintendo's gameplay will not be 
surprised that despite the cartoonist! 
nature of many of the graphics, this is 
not a kiddie game. Although it was 
carefully designed so that a six -year-old 
would be able to get a good deal of 
enjoyment from the game, solving it will 
require expert gameplaying skills. 




A view of Ma»lo's cmrtln, 
complete with the prince: 
who's trapped in ilairced 
tfhM (top). Tlio owl 
you to a star (right) 
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The variety in 
the levels is 
nothing short of 
stunning, in both 
graphics and 
design. There are 
the expected, 
brightly colored 
green hills In the 
beginning of the 
game, but there 
are also 
surprisingly 
sophisticated levels 
with absolutely breatntakihg graphic 
complexity, The fuJI power 'of Nintendo 
64'5 graphic architecture [s exploited in 
the game, and the trilinearj mip-mapping, 
perspective-correct texture-mapping and 
hardware anti-aliasing are used to the 
fullest extent possible, resulting in a 
graphic experience that is simply 
unchallenged. Especially when compared 
to the best that 32-bit consoles or PCs 
using high-end 3D accelerators can offer. 

Laticeworks, which generally 
disintegrate in ugly moire patterns on 
conventional systems (and] can hence he 
judged as the Achilles heej of current 3D 
texture-map engines) are rendered 
absolutely flawlessly on Nintendo 64, 
The depth seen in many levels, in which 
you can Jook hundreds of feet up or 
down, would be impossible] without 
perspective-correct texture-mapping and 
mip-mapping. 

Overall, the graphics are so 

smooth and fluid that this 64-bit title 
truly looks more like a quality Saturday 
morning cartoon than any videogame 
ever did, something that stireen-shots or 
even QuickTime preview niovies just 




Mario often finds himself 
In rooms with many 
suite. SiM64 Is not your 

□Id left to right side- 
platform game 
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Although 
it was 
designed 
so that a 
six-year-old 
would be 
able to get a 
good deal of 
enjoyment, 
solving 
Super Mario 
64 will 
require 
expert game- 
playing skills 
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This bobsled race with a momma penguin for a star was demoed at Er, and 
convinced even the most skeptical in the audience that N64 was as power- 
full as Nintendo claimed. If you cheat In the race, you don't get trie star 



The game, f c OLirse , provides 

true 3D freedom, more extensively 
perhaps than any other game we've 
seen. You can walk in any direction, up 
or down or onto anything you can dim 
and look up and down as well. When 
swimming, you control Mario's motion 
with six degrees of freedom. The basic 
camera view is over the shoulder (in a. 
very nice touch, you can see your 



sits, and eventually lays 
down (top). Mario (aces 

off against a typical 

». simple, and 
deadly (above) 
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moving only at 45* angles Second, by 
controlling how far you push the stick In 
a specific direction, you central Mario's 
velocity. Push it slightly, aid Mario 

■ps along. Push itfurtler 
and he begins to walk faster; 
push all the way and he 
There are six animated ga ts, 
from creeping to running, 3 
how fast Mario moves in each 
gait is also controllable. 

Adjusting to the new 



cameraman, Latlku, floating on a cloud 
behind you when you look in a mirror), 
although it changes on-the-fly to give 
you the best possible view from 
wherever you are standing. According to 
a M intendo spokesperson, setting the 
appropriate camera angles and changes 
for every piece of ground in the game 
took months. You can also change the 
camera angle yourself, and in some 
situations, you'll want to tcertain levels 
are eas.ier to Qet through when looking 
from the side or front). You can also 




The first 10-bit mascot to make the leap to 3D (tic should beat Son! 
Bubsy to market by a month or so), Mario lias made ttie transftlcn v 
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You discover, 
as you're 
falling to 
your death, a 
hidden trail 
that you 
would not 
have seen 
otherwise 




control can be difficult for gamers who 
were reared on digital controls — the 
temptation is to either have Mario 
running or stopped. After runn'rig into a 
few traps, however, and most players will 
learn to slow down unless they know 
where they are going. 




Mr. Miyamoto's attention w 

detail is outstanding, as are his concepts 
of game design. As noted previously, to 
get one star in each course, you need to 
shoot Mario out of a cannon, which you 
cannot do until you find the "pink 
bomber" No problem id the first few 
courses, but in later courses, he is well 
hidden. On one specific course, a monkey 
steals your hat and runs down a 
mountain. As you chase him, you enter 
unfamiliar territory, and, unless you've 
already gone through the level, you're 
almost guaranteed to plunge off a 
certain cliff to your death,. 

So you need knowledge from a 
"previous life" to get through the level, 
which would normally be a hallmark of 
crappy design. But Mr. Miyamoto is so 
good, he can break the rules, because as 
you plunge, unavoidably, off the ledge for 
the first time, you discover, as you're 
falling -to your death, a hidden trail that 
you would not have seen otherwise, at 
the end of which is the pink bomber for 
that course. There are thousands more 
examples of this skill and expert 
planning throughout the game. 

ThlS IS 331 action title, and there 
is plenty of enemy killing, platform 
jumping, puzzle solving, and danger 
avoiding to be found. But more than 
that, it's a Mario game, and that means 
exploration. The distinguishing feature 
□fall Miyamoto's titles, from Mario to 
Ze/da to Metroid, has been the gradual 
discovery of vast new areas to explore. 

Those who are familiar with the 
Mario series (and that has to cover just 
about everyone reading this magazine) 
will quickly recognize l he red, green, and 
blue blocks dolling earli level , waiting 
only for the player to find ihe 
appropriate P-block to turn them on 
and gain access tn additional areas. 

Beyond 3D, the game has expanded 
in many otlwr ways, perhaps none more 



Mario faces his Bowser- 


invaded castle a 


id his 


trapped Princess 


<!•") 


and runs from a 


aUofcy 


ol' barrel (right) 






TtiD depth from which you 

amnzing; it seems to be 
stomached folk vertigo 
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Ghost House hi-jiiihs. 
Fane of Mario's 16-bit 
game WU be pleased to 
note Chat the Ghost 
House returns, in full 3 it 



Beyond 3D. 
Mario has 
expanded in 
many other 
ways, perhaps 
none more 
stunning than 
in the number 
of new 
moves at 
his disposal 



stunning than In the number of new 
moves available to Mario. In addition to 
the standard jump, there is a high jump, 
a long jump, a "butt-stomp/' and a 
double-high backward somersault. He 
can also da an "ol lie" off a wall to gain 
additional height in a jump. 

The pawer-ups in the game include a 
winged hat for flying, the ability to 
become "liquid metal" Mario (a 72 like 
black metal version of the plumber), and 
Pixelated Mario, which makes Mario 
look a lot like he's suffering from sprite 
flicker and tear, but enables him to pass 
ghost-like through certain obstacles. 

SO What dOeS it all msan? 

Despite al I the knocks N in ten-do takes, 
(and many are well deserved) no one 
has ever been able to accuse Nintendo 
of creating games that are anything less 
than stellar. From the top of the 
company down, everyone knows that 
Nintendo's success is less due to 
business models or marketing acumen, 
and more to do with great games. 

Super Mario 6<7 will be the game 
that ups the ante For all interactive 
entertainment. After its release, 
standards of game-play simply will not 
remain the same. But will just having 
the greatest game of all time enable 
Nintendo to succeed in the next- 



generation marketplace' 
But Nintendo is betting 
While SM&4 shows 
61 is capable of, it is an 
as to whether other devE 
whom have scrapped wc 
after seeing Super Mario 
the machine to perfoi 
level anytime soon. In th 
come September 30, 
say that you will have the 
play what we think wi 
best game of all time 
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It's not clear. 

on it. 

what Nintendo 

{■pen question 
Dpers Csome of 
<s in progress 
64) can get 
i the same 
; meantime, 

ently 

opportunity to 
the __ 
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An interview with 



; ollowing its main E a press 
conference, Nintendo invited a select 

I band cf journalists to a private 
demonstration of Super Mario 64 t and an 
audience with Shigeru Miyamoto. Next 
Generation was, of course, in attendance. 

NG: Although you've worked on Super Mario 
&4 far a long Lime, you've also had to work 
Ofl many other titles to ensure the system has 
a grind launch line-up. How have you been 
lanage the task of working on so 
many tames at once? 
Mr. Miyamoto: I had a rot of trouble 
concentrating my efforts on Mario 64 
working as the game's director. Ever since 1 
completed the Zefda game, my role at 
Nintendo has been more of a. producer, 
supervising the different works in 
development. But when it comes to Mario bA 
I was actually the main director of the game, 
so if I stopped at some point ali other work 
stopped simultaneously. This was not easy. 
NG: What wore the biggest design problems 
converting Mario from 2D to 3D? 
Mr. Miyamoto: [ don't want to criticize other 
developers, but I believe that, other than in 
Fighting anrt rating games, nobody is meeting 
a 3D criteria. Many games are presented In 
3D, but are, in fact, simply 2D experiences 
incorporating lots of tricks to fool people into 
believing they're playing a 3D game. 

One of the biggest difficulties in creating 
3D is the viewpoint. Looking at the way the 
camera follows you in Super Mario 64, you 
would think it would be easier, but in fact, 
when you start a 3D game from the very 
beginning, it's easy to get confused. For 
example, if Mario is in a maze, you can 
change the viewpoint to play trie game from 
Mario's point of view, but If the camera Is 
behind Mario and you are walking through a 
narrow passageway in a maze and you want 
to look in other directions, you have to realize 
the camera would hit the wall. It's frustrating 
for the player to realize they cannot change 
the viewpoint freely, even though 3D games 
must incorporate realistic camera movement 
— this kind oi camera work is problematic 
when you start creating 3D games. 
NG: Willi Mdnu nearly complete, on what 
new rjame or games will you he npyii 
concentrating your efforts.? 
Mr. Miyamoto: I couldn't put everything into 
Super Mario 04 that 1 real ly wanted, so 
we've decided to continue working toward a 



Shigeru Miyamoto 




sequel which will take about a year-and-a-half 
at least — so please don't write many things 
about that [laughter]. Of course, Zefda is one 
of the things i would like to concentrate on, 
too, but before that we have StarFox, Mario 
Kari, and more immediately 1 would like to 
concentrate upon Wave-Race. 
NG: Howdops Super Mann 6J compare to 
previous, Ma/riu games? Is this, the best yel? 
Mr. Miyamoto: Personally, I'm satisfied 
Simply because we have created something 
very new and unictue, nonexistent in the past. 
Concerning tliegame Use 1 1, I'll have to wait 
forthe actual remarks to be made by the 
consumers. Talking about Super Mario 64, t 
believe we have just utilized only 60% of the 
whole capacity of the M64 technology, 
NG: Now tliaL everything is moving In 3D on 
the pfji tei '.-!■: b4 ■■■... n then t* 2D names on 
the Nintendo! 04 later on? 
Mr. Miyamoto: Yes, In fact, even though this 
is a 3D system, if you are careful enough you 
can make a2Dyame — I'm actually working 
on a VW» title- 

NG: Since $ iper Mario 6-4 Is a cartridge 
game, was the lack of space a limitation? 



Mr. Miyamoto: Honestly, after working o«i 
Super Mario 64 on cartridge, I realized the 
game would never have been possible on a 
CD-ROM system. I'm not speaking ill of CD- 
ROM at all, but this is my genuine sentiment. 
NG; Will in'.- Mining optfcal- 

hased 64DD? And when you're talking about 

Ow speed advantages of cartridges, how will 

you cope with the slower handling of data by 

which the MOD wtll be restricted? 

Mr, Miyamoto: We nave not yet decided what 
format we will use for Super Mario 64's 
sequel, but if we are going to use the 64DD 
system for this, yes, we will have to work on 
the transfer speed. However, the speed is 
decided not by the actual disk but by the 
RAM that is incorporated onto the hardware, 
and if we look at the N64 hardware system 
itself, it has an expansion memory slot. 
NG: Time magazine recently called you the 
Spielberg of videogames. Whai would yon 
have dune it you hadn't worked lot Nintendo i 1 
Mr. Miyamoto: I chose to work for Nintendo 
simply because 1 thought Nintendo would be 
the kind of company to give mc the 
opportunity to surprise people. 
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NovaLogic 



Formal: PC 


Beyond the world of polygons, there s the 
world of voxels. One company has been 


Publisher: NovaLogic 


using them for years, and its latest 3D 


Developer: NovaLogic 


Release Date: TBA 
Origin: U.S. 


world is on the top of the heap 



• 









Uttrn 



m 



"A voxel, or 
'volume 
pixel/ is a 
picture 
element in 
3D space" 



zaLogic's 
I very first 
product 

| was The 
Rocketeer 

1 for Disney 
Software. Shortly after 
came WaifPack, a WWII 
submarine simulator, Bui it 
wasn't until 1992's 
Cojnmanctie that the 
designers pushed the 
teelmtetil envelope by using a new 3-D 
engine called Voxel Space, d"d bey^n i. t! 
attract some attention. 

"A pixel is a picture element in 2D 
space," explains President John laarcia, 
who founded NovaLogic in 1955; "A 
voxel, or 'volume pixel,' is a picture 
element in 3D space/' Voxel modeling is 
somewhat akin to building a world out 
of small Lego Clocks, rattier tnati me 

flat triangles of polygon worlds. 

'*Themain advantage voxels have 
over polygons Is that they're veryyund 
at modeling ground-surface detail - .," 
Gdrda &ay!j, "A yround surlace modeled 
usinr) texture-rnap&cd polygons looks 
good Imm a scale distance of about 
!>,0<J0 feet or so, but when you lend, the 




detail goes away and it looki like what 
it is — a series of flat surfaces with 
wallpaper over them. What voxels allow 
you to do is get very close to the land, 
and still get very realistic ground 
contours, because every point along that 
surface can have its own altitude." 

The latest version ofvoxei 

5pa.ee (known dpuruurialely eiiuuyh as 
Voxel Space 2), is the basts for two new 
games coming Ihis fal I, CommanChe 3 
a\\6 Armored Fist 2. Voxel Space 2 
rnahle^ greater degrees of freedom — 
"You can fly right off the planet If yon 
want to," Garcia jokes — supports 
hiqher screen resolutions, and Is 
composed of finer voxel elements lor 
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lie landscapes aie Ilia main advantage 

w polygons. With faster hardware, 
e complex objects can be constructed 




rojghiy twice the detail seen in the 
original Commanche and Armored Fist 
"We're actually using recursive 
functions to generate more voxels as 
you approach ground level, so the closer 
you get, the more detail you see." Voxel 
Space 2 aJso supports the 
ability to place traditional 
texture-mapped polygons into 
the voxel world so designers 
can use those techniques for 
what polygons do well: 
modeling tanks and choppers. 

Armored Fist 2 - 

M1A2 Abrams is perhaps the 
best showcase for the new 
voxel engine, as it's set entirely 
al ground level, it's based as accurately 
as possible on General Dynamics' latest 
tank design and re-creates genuine 
military tactics. And, as with 
N ovaLogie's greatest success to date, 
Werewolf vs. Commanche, AF? will he 
networkablefor up to eight players. 

As for Commanche 3, it'll be 
playable in two modes. The first follows 
the original game's "jump-in-and-fly" 
philosophy using simplified controls and 
slightly forgiving flight dynamics. The 
second play mode is an accurate 
simulation, which is based largely on 



the ratal-world flight 
tests bf the 
Comitianche attack 
.: oppei itself. 
NovaLogic is 
currently working 
with Sikorsky (the 
company actually 
making the 
chopper) to incorporate as much 
authentic detail as possib e into the 
game's flight model, control layout, and 
craft design. 

Still pictures can't do justice to the 
smoothness and beauty produced by 
Voxel Space 2. Players will have to see 
the game for themselves to appreciate 
just how groundbreaking r*-vo 

N ovaLogie's 3D engine really is. Ul£j 



AF2 is 
based as 
accurately 
as possible 
on General 
Dynamics' 
latest tank 
design and 
military 
tactics 



NOVA 




through exhaustive 

research this game has been 

painstakingly programmed 

with the exact thoughts 



of every NHL player 





The firsi game that/lets you rantroi offensive and defensive plays. Run the trap, 
pinch ilie defense, dump and chase and play pro hockey., .well, like a pro hockey prayer, 



a new standard of artificial intelligence, the most 

"...sports gaming just stepped up to the next leve . 
"...just like real pro hockey..." GAMEPRO 



Take on\he besl teams and players in the NHL: Then, if you live through 
that, try international play in our exclusive World Tournament 



realistic gameplay ever. 

COMPUTER GAME REVIEW 
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lohn Madden Footbsl I 97 



After a year of delays and serious 
retooling, EA Sports' signature series is 
finally ready for its 32-bit run 




Format: PlayStation, 
Saturn, PC 






Publisher: Electronic Arts 
Developer: E.A. Sports/ 
Tiburoii 




fts with every previous Madden title, players can expect varying weather 
conditions throughout the season: rain, snow, and night games 



With one 
more year of 
development 
and a 

rethinking of 
its approach, 
EA Sports is 
now confident 
that the 
Madden 
series is 
back on track 




Releas e Date: October 

Origin: U.S. 

■ n 1991, John Madden 
Foothal/ put E.A. 
Sports on the map, and 

5 also a major 
weapon in the Genesis 
camp during the lb-bit 
wars of the early 1990s, However, it 
could be argued that success bred 
inertia — succeeding versions of 
Madden games further refined trie 
engine but rarely offered any substantial 
improvements in gameplay. By 1996, 
with the first battles of the 32-bit wars 
wel I underway, Madden '96 was such a.n 
extreme let down, especially up against 
Sony Sports' rival Gameday, that E.A. 
pulled the project and never released it. 

That WaS then, tMs is no*t With 

an additional year of development and a 
rethinking of its approach, E,A. Sports 
is now confident that the Madden series 
is back on track, and fully intends to 
have the 1997 edition on the shelves by 
the start of football season. 



So how is Madden '97 different and 
better than the failed '96? The 
designers have pulled back From their 
original concept of aping the way 
viewers watch the sport on television — 
a hubris that quickly consumed trie 
game to the detriment of payability. 
Players were too large and blocky, and 
the amount of FP/tV and running 
commentary distracted from the 




Atadtten '97 still features play-by-play from Madden and Pat Summers II 
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What has been retained* 

the rotoscoped-frorn-motion-capture 
animation of real players (players were 
motion captured, then 3D models were 
used to produce 2D sprites from 
multiple angle?). All 30 U.S. stadiums 
haw been meticulously modeled in 3D, 
including Hawaii for the Pro Bowl. In 
addition, classic teams from the '60-5, 
'70s, afid '80s have been included far a 
total of more than 100 teams and £.00 
real players. If that's not enough, 
options for trading, recruiting, and 
creating new players have been 
included. The PC version also includes a 
second disk, Madden's Football College, 
in which Madden himself gives lectures 
Find demonstrations covering offense, 
defense, special teams, and the history 
of thy sport itself. 



Madden '96 could be 
darkest moment in the hi: 
Sports. However, it also s 
served as a wake- jp call, 
'97 is any indication, the 
has been well learned. 



tory of E.A. 
to have 

and if Madden 
esson 




John Madden 
himself has 
returned 
as a direct 
consultant to 
help refine 
the play 
selection and 
mechanics 
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PilotWings 




Since you c 


n haver, trie 




is the best 


vehicle for scouting 


through (ho 


game and 


looking ,>vo 


each area 



The flight 
engine is 
extremely 
smooth, but 
it's the 
game's 
graphic 
quality that 
truly catches 
the eye 




i-ormat: Nintendo 64 

Publisher: Nintendo 

Developer: Paradigm 

Release Date: September 

Origin: U.S. 

I he- original Pilatwings 
s a sleeper hit in the 
I early days of trie Super 
NES. Not quite a flight 
sim, not quite an action 
game, it nevertheless 
had a spellbinding effect on these who 
played ll. Offering the chance to hang 
glide, skydive, and pilot biplanes, attack 
choppers, and even rocketbelts (not to 
mention the hidden penguin skydiverj, 
the game offered hours of gamepiay, as 
it was open-ended enough to allow for 
creative exploration. The title was also, 
(not coincidental I y), the perfect 
showcase for the hardware features of 
the new Super NES, 

Plunging toward w 

earth while skydiving provided a 
dramatic example of the console's buirt- 
in sprite scaling, while the flight sections 
were the perfect way to show off the 
abilities of Mode Vi background 
rotation and scrolling. The lounge tune 
soundtrack also went a long way toward 
giving an idea of what the machine's 
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64 



Four years a : ter the original game 
showcased thje features of the Super 
NES, PUotWngs makes a triumphant 
return as one of the major first-wave 
releases for (Nintendo 64 




Pilatwings 64 has a few more creative challenges than the endless "fly- 
tti rough- 1 he-rings" stages pf the original. This cave is miles long, with 

numerous twists and tight squeezes — not an aaay thing to fly through 



custom 8-bit sound chip could produce. 

With its latest hardware platfcrrn 
(finally) ready to launch, llintendo 
looked to the Texas-based ;ompany 
Paradigm Simulations to i erne up with a 
similar showcase game, an i trie 
designers there looked to lintendo's 
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The level trf detail i* 
astounding: the 
"American Island" 

Includes cities like 

Chicago and Hew York, 
and flying through ihern 
reveals city scape s with 
everything but roaches 



classic for inspiration. Rest assured, this 
latest incantation of Pilotwings takes as 
much advantage of the Nintendo 64's 
hardware as its ancestor did of the 
Super NES. 

The game iS based around 

three basic types of craft: the hang 
glider, gyrocopter, and rocket pack. 
There's also a choice of six pi lots, each 
with his or her own combination of skills 
and attributes, arid you're free to choose 
any pilot for any stage. This enables the 
player to select a smaller, lighter pilot 
ior the gyrocopter, while still using a 
heavier one for the hang glider, for 
example, where the extra weight makes 
it eas ier ta fight against wind. 

The flight engine Is extremely 
smooth, but it's the game's graphic 
quality that truly catches the eye. Each 
level of competition is held on a 



different island, and eaqti island is its 
own complete world, fully realized in 
three dimensions. Going the original 
Pilotwings one better. Paradigm's new 
title provides pure enjoyment in the 
exploration of the individual islands, 
eacn nearly a game in itself. To scale, 
even the smallest island is some three 
by five square miles — and the largest, 
"The American Island,? is 10 times 
that at 30 by 50 miles icross. Flying 
over each island creates the impression 
that every building, mountain, and tree 
exists as it would in the real world. 
Objects simply start very small on tSie 
horizon, and get bigger with more 
discernible detail as thef approach. 

Nintendo fe4 can pelorm this feat 
through two of its more important 



Flying over 
each island 
creates the 
impression 
that every 
building, 
mountain, 
and tree 
exists as it 
would in the 
real world 
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Again, Ihe level of 
is amazing — look clnso 
and you can make out 
the bricks on the 
chimney, and each of 

these chalets also has a 
balcony going around it 
which you can land on 



hardware features; mip-mapping and 
toad management. Load management is 
a process by which objects are reduced 
to simpler geometry as the/ recede in 
the distance. Mip-mapping performs a 
similar task, with texture maps, 
substituting less detailed textures a; 
objects get farther away. The 
combination of the two dramatically 
reduces the polygon count and rendering 
Kme for a given frame, putting less 
strain on the console's geometry engine. 

COIltrary tO Nintendo's PR 

rhetoric, this doesn't completely 
eliminate object pop-in. However, the 
threshold distance at which this occurs 
is so far away that unless you take your 
time and deliberately look for it, you'd 
never notice — and so for all intents 
and purposes, in the middle of a game 
pop-in simply doesn't exist. 



better than its Super NTS 
While the previous 

appeal, the gameplay just 
deep. Trie 64-bit update of 
wider variety of challenge 
four increasingly challenge 



wasn't that 
:ers a much 
.Through 
ig levels, the 



Mip-mapping and load 
management: objects 
begin small In the 

distance and simply 

grow in size and detail 
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Oddly, the least goal 
these bonu5 rounds, ttie 
□necf the best. Accomr. 
rhythmic soundtrack, 
enable players to simpl) 
leisure, with no time 
specific tasks to perfoi 
■gorgeous scenery, thi 



The Blrdman Sufi Is one of the more relaxing stages of the game. There's 
no go.il here, just pleasant music and the ability to fly anywhere you wish, 
completely at your own paco — kinria peaceful. Isn't it? 



player competes with al I three available 
vehicles, accomplishing various tests of 
skill. These range from something as 
simple as flying through a series of 
airborne rings, to carefully piloting 
through an underground tunnel, to 
bouncing a huge ball off the landscape 
and through a hoop, and even includes a 
few combat missions in the gyrocopter. 
Depending on how well these tasks are 
performed, the player may then earn a 
shot at a bonus round, including a 
birdrnan suit, skydiving, and the ever- 
popular human cannonball.The analog 
joystick provides players with extremely 
precise control, and gives the definite 
impression that real-world physics are 
at work. Vet, at the same time, the game 
is extremely easy to get into. 



Like the orig 



i -'■■:■ 



do 



Pilotwings 64 will mos 
as a footnote i 
hardware it was design 
leaving the player with 
of his or her early expe 
system. While it provii 
interesting challenges, 
than a drop-dead gorg 
the kind of rock-solid, 
worlds the IM intendo 64 
Being among the first 
titles, however, PiloWir 
equals in Its graphic be 
the sheer joy of flight it 



■oriented of 

birdrnan suit, is 

anied by a 
rdman levels 

fly around at 

straints or 
With such 
Ct is hypnotic. 



nal 



likely wind up 
ry of the 
to showcase, 

end memories 
ences with the 
some 

'S less a game 
3us example of 
smoothly flowing 
can produce. 
ave of available 
js 64 has few 
.uty and it 
provide?. 



The joystick 
provides 
players with 
extremely 
precise control, 
and gives the 
impression 
that real-world 
physics are 
are at work 



m 
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Other stages include skydiving, which unlike the original, also Include* 
formation diving (laft). hang gliding (right), and tho truly strango Mercury 
Shoes (inset), which enable- the player to make super-sized jumps acroi* th 
Landscape . Whether flying, diving, jumping, gliding, flapping your wings, or 
getting shot out at a cannon, Pilotwings 64 delivers jaw-dropping graphics 
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Indiana Jo 
meets Ajy. 



tour qin oh the internet at 
http://pathfinder.com/twep/products/qin 



IT'LL BLOW YOU 



\ mmn mind 









■ 



INTERACTIVE 




^nfd^ iiduiijye Ghimed \n Dw^l 





aitvenfaire as pstf race tlsy&agh 



dows 95" CD ROM 
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Destruction De 



rbv 2 



Psygnosis adds significant improvements 
in gameplay to the original Destruction 
Derby pretty graphics, for a sequel that's 
better, faster, stronger than it was 





Like in the 

original, the 
designers 
have put 
a lot of 
emphasis on 
spectacular 
crashes 



long with Warhawk, 
Twisted Metal, and 
especially its sister 
Psygnosis product, 
Wipe out, Destruction 
Derby set the tone for 
graphic excellence in the early days of 
PlayStation. Unfortunately, the original 
game also followed the tradition of first- 
generation PlayStation til les in that it 
was mostly a one-song product — fine 
concepts backed up by few levels or 
Options, providing the game with very 
little replay value. 

The lesson has not been lost on 
Destruction Derby 2. The designers at 
Psygnosis have listened to criticism and 
critique, and in addition to upgrading 
the look to take advantage of every 
latest special effect the PlayStation 
graphics library can offer, this sequel 
also offers more depth of gameplay, and 
a wider variety of race types. 

Players can still choose from four 
race circuits: Wrecking Racing, Stock 
Car Racing, Destruction Derby, and time 
trials, but unlike Destruction Derby 1, 



the tracks have banks 
rather than all being 
Like the original, 
Derby? also supports 
options using the 
cable, Two players can ( 
Duel or Team racing, 
the ever popular Tag 
the other player and i 
controlled cars chase 
Gameplay is also 
around. Each track tew 
all-out destruction mod 
course) come equipped 
areai for repairs, And g; 
going, to need them, too 
designers have put a lot 
emphasis on spectacu 
Cars won't just bump 
other and show damage, 
speeds, they flip, roll, 
cartwheel end over end. 

The first title was 
short time it lasted. The 
promises to be even mo 
and Should hold gamers 
for a long time to come. 



-.: :: 



ft n 



SB 



Have no fear, however, there's 
still plenty of room left for the 

spectacular crashes that mads 
the original audi .■ blast 
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Wipeout XL 




It's in the 
new and 
improved 
weapon 
selection 
that the 
game really 
begins to 
show off 





Fo r mat: PlayStation 

Publisher: Psygnosis 

Develop er: Psyg nosis 

Release Date: November 

Origin: U.S. 

he original Wipeout 
was arguably the 
PlayStation's finest 
hourduring its first 
wave. Faster than fast, 
with twisting, deviously 
designed tracks, the game made you 
believe "32-bit" really meant 
something. A sequel was inevitable, and 
as PlayStation moves into its second 
and third generation of software, the 
obvious question becomes whether a 
new Wipcoutcan still impress. 

The answer is a resounding yes. 
Although still in its early beta stage, 
Wipeout XL (see early 
alpha, NG 15) shows 
every iign of being 
another PlayStation 
breakthrough title. The 
action is approximately 
20% faster than the 
original, and in response 
to criticisms that the 
game was too tough on 
beginners, the tracks 
also have been made 
wider and more 



Psygnosis continues its tradition of 
producing solid, powerhouse videogames 
with a sequel to one of the finest 
PlayStation games ever made 




forgiving. It's in the new ar i 
weapon selection, however, 
game really begins to show 
In the original Wipeou; 
were fun to play with, but 
and would only result in a 
momentarily stunned. For 
not only have Psygnosis' d 
up with an entirely new Br- 
each car also sports a darr 
and it is possible to com] 
cac and knock a driver out 



d improved 
that the 

off. 

weapons 
arely useful, 
:ar being 
he sequel, 

iigners come 
end, but 
age meter, 

destroy a 
of the race. 



New weapons m. 

niu It! missile, improved 
mines, and the " Earthqualder, 
bizarre device that causes 
disruptive wave in the trac 
player. In fact, it seems as 
new ensemble of PlayStat 
effects has been invented, ; 
the game looks even remoifely 
of previous PlayStation tit 

Topping an instant 
original Wipeout 

Next Generation is please I 
that the designers at P; 
have managed to do just 



it clas ii 



elude a 

'/'a truly 
huge 
ahead of the 

n graphics 

s nothing in 
like that 




c like the 
task. 



f l at. 



fM | Ne» 

•^J odd 



New weapons include the 

ly psychedelic 

EarthquatdSr™ (top) 
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Shining SWord 




Format: 


PlayStation 


Publisher: 


TBA 


Developer: 


American 

Laser 

Games 


Release Date: 


fourth 

quarter 


Origin: 


U.S. 




After 

undergoing 
a radical 
restructuring, 
ALG is 

attempting an 
exceptionally 
ambitious 
project 



I meriean Laser Games 
hasn't bad the best 
reputation in the 
console market for 
quite some time. 
Although Mad Dog 
McCree was a fairly novel shooter on 
3D0 - especially when played with the 
Light Gun - Mad Dog II, Space 
Pirates, Drug Wars, and Crime Patrol 
were all extremely derivative efforts. 
Mazer, the company's only nonlight-gun 
game, was an almost unplayable shooter. 

But after undergoing some rather 
radical restructuring, including the shut- 
down of its arcade division, ALG has 
switched target platforms (to 
PlayStation), and is attempting an 
exceptionally ambitious project. If 
successful, this gamble could leave the 
company's previous efforts in the dust, 
and establish it as a premiere developer 
in PlayStation's second wave of titles. 
Shining Sword combines the over- 



American Ljaser Games is looking to 
remake its tarnished image with one of 
the most ambitious PlayStation projects 
of 1996. Can Shining Sword do it? 







the-shou Ider view and 
theme of Resident Evil 
fledged 3D combat sys- 1 
Arena Toshinden. The 
is fairly simple. It's set 
Ha rod urn, which 
capitol city, until 
thumb of Mazduk, youi 
dictator, He was deposed, 
casting a spell on the c 
citi?ens into animals 
Against this backdrop, 
four characters, a n 
female acolyte, or a 
(actually Nazduk hi 
are questing for the 
which will return the 
human state, and give 
the sword super powei 



eeiti 



You progress 



solving puzHes in a si 
Resident £w/,with sev 
differences. First, the e 
rendered on the fly, unl 



the questing 
with a fully 
ike Battle 
plot of the game 

in the city of 
ofice a great 
under the 
typical super-evil 
I, but not before 
ty — turning its 
rj dooming it. 
ran play one of 
minotau r, a 
idead Lich 
If), all of whom 
ining sword," 
zens to their 
1 he possessor of 



through the city 
ilarvein lo 
ral key 

itire 3D city is 
ke the 



This dragon will uso 
ALGVs particle getmrator 
to spew massive fireball* 




A modified MIME 
skeleton (top) an [I o 

ider {above) 
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Three views of gatildplay 
give an impression of [he 
scale of the world 



prerendered scenes of Capcom's 
Resident Evil. The game also has a 
dynamic, asynchronous loading scheme, 
which also means no stupid "door- 
opening" animation, or similar conceits 
to hide load Lime. Instead, areas around 
the player are constantly loaded, as 
areas he or she cannot reach are purged 
from memory. This should enable a 
much more immersive play experience. 

More importantly is ^ 

fighting, which is done as are your 
standard 3D fighters, complete with 
motion captured moves, etc. Most of the 
Fighting is done with medieval -style 
weapons, and ALG is using members of 
the Society for Creative Anachronism 
for the motion capture. Because the 
fighting happens In a real city, and not 
an arena, you (or your opponents) can 
run away and continue the fight later in 
another area, or fight your way from 
one part of the map to another. The 
fights are also not restricted to one-on- 
one bouts either. Many times you'll 
square off against multiple opponents. 
The trade off to these vastly expanded 
fighting options,, of course, is that you 
can only choose from between four 
playable characters. 

The tech.no logy ALG is using to 
implement its very ambitious design 
spec is one of the more impressive 
■elements of the project as a whole. ALG 
is using a modified version of Sony's 
MIME development tool for creating 
characters (heretofore it has been used 
only in the dinosaur developer demo and 
Kingsficld) . This waveform-based 



animation system enables 
specify key frames, and th< 
handles all the tweening c 
Unfortunately, standard l\ 
extremely memory intersi 
support skeletal animation 
support for skeletons in 
version of MIME, ALG 
MIME memory requireme 
tenth of their previous size 
enabled ALG to make its 
more than 600 polygons 
only 300 in Toshinden an 
Tekken). To keep speed up. 
distinguish the characters 
from the heavily textured 
backgrounds, these 
grotesques will be mostly 
Gouraud shaded, with 
spot texturing on the 
face and other areas. 

ALG iS on a much 
tighter budget than some 
of the larger development 
houses, which has made fo 
interesting innovation. The 
made its own proprietary 
motion -capture system fo 
The results, in gameplay, 
distinguishable from 
This is an ambit) 
o-niy does ALG have to ms 
work, but it has to make 
too. We won't know whet 
succeeded until we play th 
product. But we do know 
deserves applause for atts 
take PlayStation technol 
beyond the state-of-the-ar 
gameplay to levels which 
simply not seen before. 



i infrar d 




Note the absence of textures on 
rendering, it enables developers 

advantage 15 that characters 



■onlydot 
polygons pet character. An 

ist textured objects 
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high love I of 
challenge, and huge 
levels. At Me it 
Generation i however. 
we're pleased to 
report that everything 
still blows up real well 



Soviet Strike 



Format 


PlayStation, 
Saturn 


Electronic Arts brings its classic action 
series up tq date with a new look, hard- 


Publisher: 


Electronic Arts 


hitting game play, and the coolest 
explosions 32-bit consoles can produce 


Developer: 


EA Studios 


Release Date 


October 


Origin 


U.S. 







"One of the 
things we 
could never 
do with the 
16-bit games 
was have a 
true, living 
battlefield" 




: lectronic Art's 
[ sEgnature Strike series 
5 (finally) making the 
i leap to a next- 
I generation console, and 
it's about time, [fever 
a series screamed tc be set free of its 
2D isometric roots and allowed a full 
3D environment, this is it. We're pleased 
to report that Soviet Strike (despite the 
odd misnomer of a title), promises to be 
as stunning for 32-bit platforms as its 
predecessors were for lf>-hit consoles. 
"The Strike games have a Iways Mad 
something to do with the headlines of 
the times, " says Soviet Strike's Product 
Manager Albert Penello. "So this orle 
Lakes place in the former Soviet Union, 
where different warring factions are 
trying to take over the country by 
defeating the all-bui-mothballed 
Russian army." The game's five mission 



areas are therefore spread ail over the 
old Eastern Empire, frtm the Khyber to 
the Black Sea, as thep 
his trusty attack ehopp' 

the enemies of Democracy. 

This isn't, ho 

father's old Stn "(regarr 
While the overall struc 
familiar to veterans of 
Strike or Jungie Strr/tej, 
behind the game has b 
new spin. Penello exph 
went back to tne basic 
thought through what 
worked and what hadn 
with the 16-bit entries 
series. This latest game 
some of the traditions, 
missions are still pretti 
objective based, but on 
things wc could never 





R>r its full 3D 

lHr:GS€3[l«3. SAVfat 

Strike used real 
topographical survey 
maps and satellite 
photos — bo all the 
geography is as real as It 
be 



Ifc-bit games was have a (rue, living 
battlefield." In other words, don't 
expect enemy tanks and Craatle mobile 
SAMs to just sit there, patiently waiting 
for you to come along arid blow them 
up. "The idea is to have situations that 
you have to deal with within a 
battlefield that constantly changes 
depending on decisions you make. For 
instance, If you don't blow up all of the 
tanks in an early part of a mission, 
some of those tan ks you didn 't get to 
are going to be waiting for you later." 

Soviet Strike uses anew 

3D engine developed by the same team 
that created Road Rash for 3DD. In 
fact, Soviet Stn'fa? oriqi'ially beys'i lift- 
as a 3D0 project more than two and a 
half years ago (IMG 11). When that 
platform was abandoned, the engine 
was refined for the much more powerful 
PlayStation and Saturn. With nearly 
two years of development for those 
systems, the game engine boasts 
features no other 32-bit title can 
match, including mission areas based on 
topographic maps of geographic areas. 
The final game will include digitized 
voices coming over the radio during 
missions, and FMV cut-scenes in the 
form of news reports on your actions. 



Also, whfle the designers 
don't foresee any 
additional craft to pilot 
besides the familiar Strik 
attack chopper (and 
players can definitely not 
expect a repeat of Urban 
Strike's near disastrous 
foot missions), the list of 
chopper upgrades has bee 
expanded, Players can 
expect a number of 
mission-specific power-up 
They can also expect i 
game punched up witl 
humor. "We're shooting ft i 
something with a bit more 



The game enj[i 
that no other 
including 
actual 



'Mission: Impossible'-styl 
cheek humor," says Penel 
kind of strange details thojt 

influence the game but ad 

And," he chuckles, "the 

have a real affection for 

The King will he back." 
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The look may be brand new, but game pi ay 
is. faithful to the series, and anyone who's 
played before will feel right at home 



of a 



ne boasts features 
32-bit title can match, 
»ion areas based on 
topographic maps 



tongue-in- 
i."Lote of the 
don't really 
i some depth, 
tion team 







The idea behind this latest game was to both increase players' options and 
make it necessary to use them. Enemy AJ has been significantly upgraded, and 
the battlefield constantly changes. "The first mission or two will follow a 
pattern that's familiar to those who have played Strike games before," says 
Product Manager Albert Penello, "hut as you continue through the game, you'll 
find things are very different, with enemy forces constantly moving and 
responding to your tactics, always driving toward the center and finding your 
," in other words, don't expect many changes to rest 
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Ballblazer 



LucasArtS discovers the missing link between retrogaming and 
state-of-the-art with an update of an '80s classic, Ballblazer 





A full-screen motto ia 
usad for the one-player 
(versus CPU) and two- 
player link-up options 



Format: 


PlayStation 


Publisher: 


LucasArts 


Developer: 


Factor 5 


Release Date: 


TBA 



Origin: Germany 




n 1983, when the 8- 
bit microcomputer 
revolution was 
beginning to take a 
firm hold, LucasArts 
released a game, 
based around an imaginary futuristic 
sport, to universal acclaim. Thirteen 
years later, Baltblazer, originally a hit 
on the Commodore 64 and Atari 800; 
is being exhumed under the guise of 
Ballblazer Champion* by veteran 
eodeshop Factor 5, whose CV includes 
Twrican and a number of 16-bit 
console projects for LucasArts such as 
Indiana Jones' Greatest Adventures. 

"■It's still based on the '83 classic, 
It's still head-to-head, but apart from 
thai, everything has changed," says 
Julian Eggehrecht, Factor 5's director. 
These changes come in the form of 
nine selectable player classes tone 
human, eight alien), variably powered 



rotofoil crafts, upgradeable 
systems and, perhaps most 
importantly, playing areas 
unlike those of the origina 

"The playing surface 
flat, and the 3D in the con- 
stadiums gets a? complies 
anything you'll see 
64,"claims Eggebrecht." 
takes place in consistently 
more complex ar 
the championship consists 
natural stadiums which fe 
craters and canyons, with 
composed of ice." 

!n terms of special effi 
team uses a complex 1 ight 
with a fancy particle 
dozens of hugeexplo? 
Eggebreclit, who adds tha 1 
of PlayStation SFX is use 

"We're drawing the 
the time — all 6,000 pi 
running at 30 fps in hires 

If Factor 5 can meld 
payability of the original 
expert technical content, 
Champions has the potent 
of the biggest Pla/Stah 
games of 19%. 



n't always 
plex 
:ed as 



Mario 
The game 
bigger and 

league in 
of only 



Effects, says 
.'.every type 

stadium all of 

of it — 

modes." 

: legendary 

ith its own 

$ailb!azer 

to be one 



m 




stadiums Hop. middle) 
and a rotofoil (above) 
which you control 



Montezuma's Return 



Utopia Technologies releases a game to sh 
3D engine that may change graphic adverjtu 
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owcase U Vision, its new 
res forever 




Hulking Aztec guards 

just a few ot the many 

hurdles you'll en 



This game is 
the first to 
use UVision, 
Utopia Tech's 
3D graphic 
engine that's 
been in 
development 
for more than 
two years 



raphe adventures 
come and go, buL the 
best of them always 
have one thing in 
common: They push the 
innovative envelope to 
bring the player the most up-to-date 
graphic technologies available. 
Montezuma's Retumirom Utopia 
Technologies is no exception. 

The game is the first to use UVision., 
UtopiaTech's 3D graphic engine that's 
been in development for more than two 
years. UVision is able to genes-ate 
multiple mowing light sources, including 
point sources and spotlight (directional) 
sources, as wefl as realtime phong 
shading. Most impressive, UVision tan 
generate a three-dimensional world at 
any resolution and up to 16-bit color, 
limited only by the horsepower of the 
player's system. Like Id before it, 
Utopia is currently in negotiations with 
other developers to license the UVision 
engine for other games, 

Montezuma's Return 

follows the adventures of Max 
Montezuma, a hapless pilot who's small 
plane crashes in the Pacific during a 
raging storm. Desperate to survive, he 



washes up on the shore of 
uncharted island off tin 
Mexico, an especially dead 
place inhabited by the 
descendants of a tribe of e 
Aztec warriors. Worse, 
something other than the 
is there and has taken an 
in the island, and Max — 
something not of this Eartji. 

The game unfolds 
person perspective, througl 
complete 3D world, totally 
rendered in realtime. Playd 
expect a mix of both puzzl 
solving and action as they 
through jungles, volcanic c 
and underwater passages. 
Obstacles include the Azte 
also giant insects, nasty 
who knows what other t 
beings. The player can, 
also expect help from allie 
she meets along the way, n 
least of which is (and we'r 
making this up] a giant frc 

If you like your graphic 
adventures big, a little stre 
and on the cutting edge of 
technology, Montezuma's 
Return could fill the bill. 
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inside or outside 
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Thunder 



The developers responsible for 
Destruction Derby take to the mud 
for some monster truck mayhem 



Truck Rally 




Format: 


PlayStation 


Publisher: 


Psygnosis 


Developer: 


Reflections 


Release Date: 


fall 



stadiums. Here, you 
the big rigs while drii 
through mud, and ac 
bumpiest dirt tracks 



an 



earn to handle 

UD slopes, 
iiss some of the 
yau're likely to see. 



The Stunt, 
Challenge, 
and Monster 
Truck Rally 
modes offer 
the true 
essence of 
the monster 
truck 
experience 



Origin: U.K. 

Qacing fans will be 
spoiled for choice by 
Psygnosis' fall 
PlayStation line-up. 
Bizarre Creations' Fl, 
the in-house Wipeout 
XL (page 77) and Reflections' 
Destruction Derby 2 (page 76J will all 
appear- on the Psygnosis label. But 
lurking in the shadows of these sure-fire 
blockbusters is a second title from 
Reflections that could end up offering 
tfie rriosl racing thrills of the bunch: 

thunder Track Rally uses essentially 
the same game engine as DD 2, but puts 
a slightly different spin Cand 
considerably bigger wheels) on it. 

The game begins with a Choice of \2 
training modes, giving players a chance 
Lo practice on short circuits and in 



Lig's 



The main 

however, is the Endui 
four-day, five-stage 
miles of varied terrai 
changing weather eg; 
can choose between ' 
and-rnean desert bt 
prototypical giant trun 
this choice becomes, 
consider that Reflect 
driving model that 
accurately model the 
suspension, wheel size 
gravity for each vehic 

The truck, while 
its way up sleep 
Hie most treacherous 
around far loo mu 
at high speed over 
mountain roads — 
real danger that the t 

The buggy, on the 



'. I."?: 



5 4 



eveilt inthe game, 
iriftce Race — a 
evpnt across 500 
and constantly 
Jit ions. Players 
vehicles, a lean- 
or the 
. k. The reason ; " i 
s fident when you 
has devised a 
attempts to 
orces of 
:.and center of 



nften .able to power 
and through even 
jogs, bounces 
able to drive 
, bumpy 
fact, there's a very 
ick may flip over. 
3ther hand, with 





'•X2CLu 



Like nearly every oth&i Psygnosis title, Thunder Truck Rally fully 
supports the PlayStation link cable. Two-player, head-to-head monster 

truck action — the mind toggles, Muddy terrains are especially cool 

its low center of gravity and smal ler 
tires, excels on those kinds of 
surfaces, but easily gets mired down 
on more challenging terrain. The 
competition then becomes a classic 
test of strategy, a choice between 
using raw power and heading cross 
country, or sticking to the flat tends 
and relying an maneuverability and 
speed to reach the goal first. 

Tlie StUnt, Challenge, and 
Monster Truck Rally modes offer the 
pure essence of the monster truck 
experience. Hare are the events that 
made monster trucks what they are 
today: drive blithely over the roofs of 
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Drive 

blithely over 
the roofs of 
cars, winning 
points based 
solely on the 
amount of 
damage a 
player can 
cause 




Monster i rucks may be powerful, but they have one small problem: 
they're just a wee-bit top heavy. Players will have to he careful! on steep 
grades and bumpy roads to keep the truck from completely tipping over 
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Just lOOk what YOU 

can win; 

GRAND PRIZES - 10 Ultimate Game Rooms , 

^eluding Sony Maximum TV system with 41" 
Mg-screen TV. Surround Sound speakers, and 
hi-fi VCR, Acclaim NBA Jam Extreme Arcade 
game, Sega Saturn, PlayStation, gaming chair, 
PlayStation and Sega Saturn games from 
Acclaim, one year free Blockbuster Video 
g^me rentals and more! 

FIRST PRIZES - 4 Trips for Two to GamePro 
Headquarters in the San Francisco Bay Area, 

including round-trip 

mmnm' *£££?" 

airport transfers and 
a special Team GamePro merchandise pack. 

SECOND PRIZES - 

300 PlayStations with four 

ganjies each. 

300 Sega Satums with four 

games each. 
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irt 987, 1996 Blockbuster Entertain mem Int. All Ftighis Reserved. PlayStation *ir>d the PlayStation logos 

Sega is (Hajstered in the U.S. Patefi and trademark OHitrj. Sega Saturn is a i,-ade««wfc nf SEGA <?.■ 1 996 SEGA 

Articles dapiclati are for illuBtrallWB purposes only. Actual product brands and tituss □( video games to be awarded 

determined by cpnnsors in their sola discretion. 
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Not to MENTION. 



™ THIRD PRIZES - 3500 
: One-Year Free Blockbuster 
Video Game Rentals: 

V our choke of any two every 
month from the great selection of 

vl deo games at Blockbuster Video. 
FOURTH PRIZES -2000 Team GamePro 

Merchandise Packs, including a one-year sump- 
tion to GamePro Magazine, sports watch, T-sbrrt 

and sports code book. 



The more wo PlAY, the MORE 
chances YOU have to WIN' 

With your BMboster Video Games of Summer 
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FinH PRIZES - 6000 
Great Games from 
Acclaim, Sega and Sony: 

1000 for Super Nintendo, 1000 
for Genesis, 1600 for PlayStation, 

2400 for Sega Saturn. 

SIXTH PRIZES -200 PlayStation Merchandise 
Packs, including PlayStation cap and T-srnrt. 
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To some people video games are a life and 
death thing- To othersi they're much more 
important than that- 
http://www-next-generation.com/ 
Daily updated news- Exclusive game reviews 
from all over the world- Hundreds of down- 
loads- (2&A- Forums. The world's biggest 
32-bit game archive- If you're not part 
of the nugameculture then you must be 
part of the old one- 
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PlayStation 



Killing Zone 

Publisher: Naxat Soft 

Developer: Naxat Soft 

If Tekken 2 is me finest 3D 
brawler PlayStation has ever 
seen. Hilling Zone is trying its 
darnOest to tie me one at the 
bottom of the barrel. The 
animation Is among the worst 
we've ever seen, play control can 
charitably be called "peculiar/ 
and the camera angles jump 
around in a way Hint's supposed 



trouble at COrning up with decent 
enemy Al, the designers have 
simply made every enemy you 
face faster, more powerful, and 
quicker to recover than you are. 
To can this game frustrating is to 
give the most unbearably 
frustrating games it bad nanm. 
The heartbreak of It all is 
that, on paper, Killing Zone could 
have been a standout: its 
chi 



;, either from movies or 
mythology, and the original plan 
was to make the game dark and 
gory as hell. There are still a few 
interesting ticlb:ts. like a 




PlayStation 



TEKKEN TO THE LIMIT 




II, a Practice 
bos; just select w 



Tekken 2 

Publisher: Namco 
Developer: Namco 

The original Tekken was a definite high-water mark 
in PlayStation's early days. !t was a top-notch 3D 
brawler 1 rn its own right, and the PlayStation version 
was mere than just another straight arcade 
convers ion — the designers at Namco added a slew 
of extrt features, including additional playable 
characters, new play modes, and animated endings. 
Tei'Men 2 goes even farther. The graphics have 
■gipne improvements. Backgrounds are more 
is ing this time around, including impressive 
it ng effects in Voshimitsu's stage. The 
;haracters still look a little like broken 
puppets, but they move smoother than the 
original, and the animation is nothing short 
I of excellent. Play control lags slightly, but 
t just slightly, and only by comparing it to 
I the dead-on mechanfes of. say. Virtus 
* Fighter 2 would you even notice. 

And boy. does It come with entras. In 

addition to a ridiculous number of playable 

[19. including all bosses and sur> 

-i. ar, "i trip onp.inil. I>m,.::.iivi- 

piaytble after you beat them), trie game adds 

modes. Survival modes, and possibly 

node. You can practice defending against 

character you're having (rouble with, 



s features include a 'big 

le, and a big-headed bear 
ho price by itself (top), 
U kicks das {abAVe)? 



interesting characters 
3D fighting game yet 
Rating: ***** 



her start he combo, and the screen tells you what 



lefcly learn the basics, and experts can hone 10-hit combos at 
feature doesn't wind up becoming a Standard Oh 
every brawler release 1 from now on. we'd be very surprised. 

Tekken 2 isn't p irfect, but it's damn close, and chock full of 
imor. and way-cool moves. It's the best 
labte for PlayStation. 



PlayStation 



JUMP FOR JOY 

( I-t=B=sg> >^> BB3BBI 




The fantastical first- 
look and feel of the original 
is perfectly captured in 
Jumping Ftasttl 2 (top). Bui 

the degree of difficulty of 

tho bosses and the standard 

levels ars still meager. 
However, tho emphasis on 
hidden bonuses and larger 
worlds adds superb value 
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Jumping Flash! 2 

Publisher: Sony Computer Entertainment 

Developer: Exact 

Close to a year ago, a game featuring a rfiech-rabbii showed-uo 
with precious little hype, and turned out to be one of the most 
innovative titles ever, for any system. That game was, Of 
course, Jumping flash!, end as If we actually deserved a gift 
from the heavens, this month marks the arrival of Jumping 
Flash! 2. While It's nearly impossible tor any sequel to have the 
same impact as en original, JF^does an excellent job of 
recreating the magic of the first game, yet still adds creative 
details and fresh Ideas throughout. Taking the tirst-person 
shooter to a whole new level.. Jumping Flash! 2 combines all 
the fun ol a top-notcn platform game with some of the most 
dramatic visual effects yet seen on PlayStation, 

Another carry-over from the original game, however, is 
that it's simply too easy to beat. The worlds are considerably 
larger, the challenges are new and exciting, and overall the 
focus of the game has shifted slightly to accommodate more 
exploration, but the difficulty level is set way loo low. This Is 
especially true of the bosses; The awe you feel when first 
setting eyes on (he giant Shark 0' Plant basses, both of which 
are intricately designed and strikingly impressive in size. Is 
quickly Inst after you defeat them in a matter of seconds. 

Outside of the general lack of serious challenge. JF2aoes 
represent what is still some of the most inventive and 
enjoyable game play available anywhere. With the new larger 3D 
worlds and emphasis on hidden bonuses (a feature 
conspicuously missing from the original). JC2 takes a big nop in 
the direction of a new style of play while still enabling the 
seasoned JF player to feel like they're right at home. 

If you're one of the many gamers who dismissed the 
original because of its cutesy graphics, here's your chance to 
make up for your mistake. 

Raiing: **** 



werewolf character who c 
transform during a match, 
some unusually off-Lhe-wa 
moves. However, ihe final 
is almost totally bloodies: 
most of the characters ju 
up looking dusi or stupid, 
scary at all. Overall, a be 
would have been Frig/if to 
Rating: * 



Top Gun 

Publisher: Spectrum Kolobyle 
Developer: Spectrum Ho obyti 
Top Gun for PC Wl 
uninspired) flight aim with 
FMV cut-scenes. Tcp Gun 
PlayStation isn't < 

To start with, the flikht 
dynamics of the craft are, 
unusual. Your F-14 Tomca' 



rating saturn 



in the game, when you gel some 
ridiculous weapon power-ups), 
but the cannon shoots down 
anything just fine, and the in- 
cockpit view blocks off so much 
of the screen you've got no 
reason to use It. The game Is 
actually a little more enjoyable 
than all this makes it sound — if 
you stick with it, it kinda grows 
on you — but not much. 
Hating: ** 



at a 






bank, climb, etc., for exactly c 
long as you hold down o 
direction pad, and stop d^d 
when you let go. So it's n 
sim, and that's fine, but tfiis kind 
of control scheme doesn't even 
work from an arcade standpoint. 
The plane just sort of flops 
around, while the player ! 
gets it pointing in the din 
wants n to go. It's functidnal. hut 



good. 



no 



Saturn 



Alone in the Dark 

Publisher: T-HQ 
Developer: I (Motion 

Rrat, a word of explanation, mis is 
actually I* Motion's Alon& in the 
Dark It, released for the PC about 
two years ago. and for 3DO last 
year. Since the original Alone in the 
Dark was never released for Saturn. 
t»hQ decided it would avoid 
confusing Saturn owners and drop 
the '/ from the name — which, of 
course, just confuses anyone who's 
familiar with the series. 

4tone In the Dark was the 
pioneer in using 3D characters on 




fa ,- 
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it leaves you feeling disco inected 
from what's going on. 

The game 's other bi : 
Is in the level of difficulty. " 
are four theaters of Opera ii 
with roughly a half doi 
In each, and you can < 
each one following the $ 
pattern: five c 
are ridiculously easy, folic 
a "boss" mission that's r 
impossible. This makes n< 
— in early missions you c 
shake off enemy missiles -. 
shoot down anything in t 
with impunity, but get to 1 
area and suddenly 
missiles slam into you at 

Your own air-to-air m eslli 
are practically usele: 



\ boss 



s 2D background, and tor the 
Saturn version, the designers 
have made some attempts at 
updating the looks by texlure 
mapping the flat-shaded polygons 
models of the original, Howevef. 
the net effect of this is to just 
call attention to how far recent 
efforts Hive Resident Evith&ws 
passed the series by. 

Alone in the Dark ( I or II, 
whatever you want to call It], 
however, still manages to hold up 
fairly well on Its own. The game is 
huge, and the graphics, while 
relying on hand drawn 
backgrounefs instead of the 
latest, trendy, prerendered 
variety, still look good. Once 
again, we wish that some of the 
camera angles had been better 



rating saturn 




chosen, as the perspective often 
makes It more difficult to lire up 
a sHot than It should dg, but as a 
graphic adventure with action. 
Alone In [fie Dark has Us 
challenges and rewards. 
Haling: *-*# 

Golden Axe: The Duel 

Publisher: Sega 
Developer: Sega 

Whenever a new game checks its 
innovation at the door, there's 
always a sense of foreboding. 
Unexpectedly, Golden Axe; The 
Duel makes the best of a stacked 
deck and delivers a solid, if 
uninspired, videogame. 

Sprite-based, 2D fighting 
games were the mainstay of 16- 
Dit systems, where me great 
examples usually resided on the 
Super NES ana were released by 
Capcom. There were some worthy 
contenders for Genesis, but It 
may well huve taker until the 32 
bit era for Sege to offer a spiritual 
competitor to the Street Fighter 
series Which is not to say that 
Golden Axe-: The- Duel should he 
granted the same reverence as 
Street Fighter, hut Trie DueHiw* 
come close to matching 
Capcom's classics in terms of 
animation and graphics quality, 
balanced control Interface, 
entertaining special 
all-around gameplny. 



PUCKING COOL *SS, 




NHL Powerplay '96 

Publisher: Virgin Interactive 
Developer: Radical Entertainment 

The lure of a million-dollar making killer 
aon has propelled sports titles to the 
top of sales charts. As much as half 
of all games now sold are sports 
games, and titles like NFL 
Gsmeday and NHL Face Oft also - 
helped entrench Sony Computer 
Entertainment and Sony 
PlayStation as the leaders in 
sports software, unseating the 
once untouchable. Genesis-based 
EA Sports. NHL Powerplay '96 may 
be the title that changes the 
pecxing order once again. 

Begging a direct comparison to NHL 
Face Off, Powerplay ups the ante by boasting 
superior graphics, and most importantly, 
smoother gamepiay. Although the PlayStation 
version of Powerplay is noticeably laster. the 
Saturn version's slightly slower game speed 
iwti ether through accident or design), surprisingly 
"feels" better because the pace more closely 
mimics true hockey physics and enables players to 
execute plays on 3. more consistent basis. Nice 
touches like scratches on the surface of the ice 
and other graphic details also make the Saturn version of Powerplay look better than its PlayStation 
counterpart. But perhaps the single element that proaels th's one past Face Off is its exceptional Al 
NHL Face Off drew some well-earned criticism for being too 
Mode. NHL Powerplay '96 always seems to provide a realist 

Attempts at finding fault in Pavvewlafs design just pi 
criticism. The small puck is sometimes hard to pick 
real-life hockey. Also, the number of stats the game tracks 
would demand. But all In all, once the puck hits the ice the 
Sony be warned: NHL Face Oft was a great game, but fvM 

Rating: • ■ * * » 



The question Ife whether NHL Powerplay '96 is the 

first sports game that successfully utilizes polygon 
graphic*. The proof is in the dotal!* 



asy in Easy Mode, and too hard in Hard 

c. challenge at any difficulty setting, 
evokes knit-picking more than substantive 
but then you could say lhat about 
nay be less than what a die-hard hockey fan 

complaints are quickly forgotten. 
^owerpiay '96 is Detter. 



Unfortunately, being the 
latecomer to the party takes 
away any pretense of a fresh, new 
gaming experience. The 




adequate Put lacks the personality 
(or maybe the familiarity' 1 ) of the 
Street fighter ensemble still, the 
traditional gameptay is 
entertaining enough that fans of 
the 2D fighting genre sh luld give 
Gcltfen Axe: The Duel its c 
Rating: *** 

Shellshock 

Publisher; U.S. Gold 
Developer: Core Designs. Lid. 

There's always a danger fr 
designing a game that's meant to 
please everyone. Simula :lons 
have a smaller, dedicate J 
following, while more un versally 
accessible arcade-style 
hold a Broader appeal, i 
is tank sinvshooter that a 
a superior Ic 
the thin line 



Fort 
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far too much damage, and there*: 
no need to fret over ammunition 
or fuel supplies. Also, while the 
game is played with full 360° of 
movement, the terrain Is all fat, 
with no opportunity to "hunker 
down," or incorporate otnerbattli 
tactics that take advantage of 
varying elevation. 

In terms of special effects, 
Saturn's version lacks the 
effects seen in the PlayStation 
version jNC 19), Just in terms of 
lost subtlety, the tense moments 
caused by watching enemies 



jug 



t true 



for a true tank s 
will disappoint. It doesn t 
come dose to recreattrt' a tru 
tank model, nor dues it equirs 
any Datttefield resource 
management. The tank :an incur 
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Oi.0 SOLDIERS NEVER 



DIE, 



MEY 



You blasted your waj 
through an onslaught of 
unde&d marines and 

liell-spavmed hordes ia 
I>OOni, Ultl.iiat>: Boom and 

Doom II. How you oan JUl 



liave the mortality rate 

at a cooler™. eh and. are 

ulive and kicking in 1 - 
™_*v, n. st of the «X 

■ Doosi products. 

32-level 

_ complete with 

tf-E (Evllution 
— bo/.ia Experiment), 
nfcvj rrigjiteningly. realist:" 

graphics and new poise' 
SffiS 

pounding n 
to finish wliat y°'-i started. 



TURN INTO 



BLOODTHIRSTY 



MUTANT ZOMBIf 
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emerging from the mist in the 
distance has been replaced by the 
faffess satisfying effect of tanks 
simply popping into view. 

Despite the lack of many 
true sim features, Sfwiisnock 
proves to be an entertaining 
shooter because of the many sim 
elements the game manages to 
retain. The tank's rotating turret, 
trie recoil Of the gun, the 
sensation of piloting a vehicle of 
considerable weight and 
momentum, all combine to create 
a shooter tnat at least has some 
resemblance to a tank sim. 

Combine Lhe simplistic but 
entertaining gameplay with 25 
extremely challenging levels and 
there Is plenty here for the gamer 
who doesn't mind foregoing a 
little realism for fun, 
Rating: *** 



Conquest of 
the New World 

Publisher: Interplay 
Developer: Quicksilver 

Conquest of Ih-e New World is just 
what it sounds like: a strategy 
sim centered around building 
colonies and taking over the 
Americas. As such, it does a good 
job — there aren't too many 
confusing units with which to 
deal, expanding each colony 
takes a lot of forethought if it's to 
succeed, and combat is simplistic 
yet challenging. 

Though lhe game Is not as 
enthralling or as addictive as 
some of its competitors, like 
Civilization 2 or Colonization, 
hard-eore strategy sim fans will 
appreciate the straightforward 
rules and lhe subtle nuances of 
creating successful colonies. 



There are plenly of details to 
monitor and charge, but If a 
military campaign is all that's 
desired, it's also possible to put 
the colonies on automatic (it's 
also possible to put the military 
on automatic). Combat is resolved 
through a system of grid based 
battle screens [which can also be 
played on its own as a mini-game). 
Where elements similar to chess 
come into play. 

Conquest admittedly lacks 
any sense of visual flair or style, 
and is probably too dry an 
experience for the casual player. 
However, there's more than 
enough deptn. involvement, and 
features to please the really 
dedicated strategy fans. 
Rating; ■*** 

Dinotopia 

Publisher: Turner Interactive 
Developer: The Dreamer's Guild 

Originally a book by James Gumey. 
Dinotopia the videogame tells the 
story of a young man named 
Nathan whose search for his lost 
sister leads him to a land where 
humans and dinosaurs live 
together in harmony. The game s 
played in a skewed, top-down 
pf-Tspn-etive, and takes place in 
the intriguing realm originally 
conceived by Gumey. 




In Binotopia there are all sorts 
quirky characters and places. 
This place looks like New Orle> 
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The Intense combat leaves little time 
If you're to stand up to menaces like 
terrain and HERC graphics are t 



. but you had better 

. Highly detailed 
with souped up PCs 



EarthSiege 2 ' 
Publisher: Sierra On-Line 
Developer: Sierra On-Line 

Trie second installrr 

EanhSiege 2 is more droof that gamers just can't get enough of 



giant mechanical guns 



(cybrlds! may mostly ti 
Mera/tec/i: Eartrtsiege 

attack on humans (Prr melheus! 



tt at started killing off the human race 



moon. It's atypical sc 
for this kill-fast of a se 
There are a lot of 
The SVGA graphics an 
everything from terrair 



Battling-bot series.. Sierra On Line's 



on legs shooting each other. The 



n building forces on the 
;-fi story, but it maKes a suitable e 
« wel. 
mprovements over the first EarthSiege. 
: stunning, with texture-maps o 
o the HEHCs themselves (although 
a Pentium 90 to appreciate them). The 
r learly Impossible to take on, and a 
a seen lifter! from the game's closest 
competitor, MecftWan or 2— to gain maintain military might, 

from damaged cybrids. 
takes concentration ai d brains to Keep from frying each enemy 
thousands of glitt 'ring shards: the anemy needs 
it them for spare parts, 
a few disappointing things about tl 
otherwise well-designfjd action title. For instance, there aren't 
many new HERCs. 
though there is one 
new flying unit, the 
Razor. Also, the 
missions are so 
similar they blend 
together after a 
while. More variety 
would 've helped. 

But i( you want 
fast action, good 
pacing, and 
incredible gameplay 
and graphics. 
EnrtnSiege 2 shines 
in all lhe right places 
Rating: ****- 




Ths Razor will help) you rain death from 
the skies, but because It's a heavy flight 

inBchin*. »™ mi. it carry fewer weapons 



rating pc 



2*^*' 


;' > : ^^-^^~ 


■ » 


%,; 


MWJii'jMtmii''. ^i. ,i,i"»™ s _,.. 


loss 


EBIm fcatray 



weapons are gr&at fun. Pi:ie- 
juialtely exploding pig-part* 




DOOM TO DUST? 

Duke Nukem 3D 

Publisher: 3D Realms 

Developer: 3D Realms 

Dvkv Nukcm 3D lias everything Doom doesn't, but It also doesn't 
leave out the stuff that made Doom a classic. The shareware version 
has been available on the Net for some time, but now the release 
version is here, and It's worth every penny. It's got high-res modes, 
the ability to fly, swim, lump, duck, and some of the best weapons yel 
devised for a game. While the expected arsenal is there — the pistol. 



shotgun, machine gun, 
propelled grenade, in t 
new toys to play with: 
bugl), freeze guns Ishj 
weapon for ambushes 

The one- player gsm^ 
multi player mode that 
each other at once. tV. 
version. The gamp ever 
you can be assured tha 
There are bizarre 
puirlas we've ever seer 
parental lock, tor perjpl 
some of the blcad, gore 
place m a seedy aree 

Duke Nukem 3D 
The suspense- bui I din. 
design will appeal to 
Doomed-out. We'll have 
is like before we can st 
you've been hooked on 
sending in your registra 
Rating: *** 



ind the ever-popular rocket launcher {racket 
s case) — the game also gwes you some 
set mines. shrinK rays Isquash 'em like a 
net 'em like party ice!), and, the ideal 
- trigger activated: pipe-bombs. 
Is huge and complex, but it's in the 
as game shines. Up to eight people can hunt 
s the number allowed in the shareware 
■comes with Its own level-editor built In, so 
we'll be seeing plenty of custom levels. 

tricky traps, an-d some of the most clever 
In a first-person shooter. There's even a 
who don't want to expose their children to 
and scantily clad women (many levels take 
post-o o Iocs us t Los Angeles), 
by tar. the best of the new-wave shooters, 
storyline, along with crackling goc-d level 
tide variety ot gamers, even if they're 
to see what Prey. Quake, or Shadow Warrior 
t this will be remembered as a classic, but if 
he shareware demo, we highly recommend 
ion money for the full version — It kicks. 



While the interlace is simple 
— the standard graphic adventure 
icons (walk, lake) etong with 
other situational icons — the 
controls can be tricky. Setting 
Nathan to do exactly what you 
want nim to often requires 
extremely precise mouse control. 

The gome contains FMV ot a 
few characters for some key 

conversations, most Of Which 

suffer from the same bad acting 
that seems to mtest every video 
sequence in computer games. The 
dinosaurs, however, are 
apparently a mi* of CG imaging 
and animatronlcs. and are 
fantastic looking, adding a lot of 
value to the game. 

All told, this is only a slightly 
above-average adventure title. The 
story is nothing special, and the 

challenge to hard-core players. It 
would make a greal light honrtnd 
adventure to play with kids. 
Rating: *** 

Fantasy General 

Publisher: SSI 

Developer: 551 

Continuing the expansion of the 

Five Star Series. Fantasy General 

is iust what it sounds like Ihe 



goblins, and elves. Now whi.le this 

might sound frivolous to some 

•J\fi -hard war farriers, it's really 

quite entertaining. 

Because the units don't 
conform to any set historical 
accuracy, the variety is 
astounding. The opportunity arises 



for the player 
aspects of his or her ; 
as mechanical aerial. 
units. Just like other : 
games, the initial con 
units gain experience 
from battle to battle, 
De improved as the pi 
spells and eouipment. 
And although it is 



different 

y. such 

ni apical 

strategy 
I roupol 
pi ogre ssi rig 
they cam 
■ gains 

. the 




most challenging strategy game, 
however. It never Dulirts any sort 
of intensity. In fact, its 
lighthearted, tun atmosphere may 
put off the hard-core war game 
crowd altogether. But there's a 
lot of entertainment value here for 
those willing to give it a try. 
Rating: *** 

Icebreaker 

Publisher: Twentieth 
Century Fo-x 

Developer: Magnet Interactive 
Icebreaker, you may recall, 
originated as a title for 3D0. and 
what we said then Is still true: for 
a simple little puzzle game. 

Icebreaker has a lot to offer. 

The object is to desiroy nil 
the pyramids on each, play field. 
and the myriad of ways to achieve 
this feat are often astounding. 
Some you have to shoot, others 
ynu musl Tarn, and yal others can 
only be dostroyad by running into 
trie pyramids you're chasing. 

Each color of pyramid has its 
own characteristics — some 
move, others don't; some are fast 
and smart, while others are Slow 
and dumb; some, when destroyed, 
turn into pits, while others can 
turn into even more pyramids. 
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■ Choose from seven 

authentic U.S. Army ■' . 
attack helicopters H[ t 

■ Realistic weapons, threats 
and (light models 
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"hunt and kill" action 

■ Campaign mode (or hours of 
real helicopter combat 

■ Day and night missions in 
Central Europe and the Persian Gulf 

Visit your local retailer or call 24 hours: 
1-800-69S-GAME (U.S. and Canada). 
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Combine the variety of 
pyramids with the variety oT 
terrain — grass., swamp, slime, 
ice, and lava — put them into 150 
pie-made levels (and if you run 
through those, the game also 
features a level Builder), and this 
is one detailed little puzzle game. 

It's simple to control (cursor 
keys and one button to fire) and 
the concept is easy to grasp, yet 
there's a lot of challenge and fast- 
paced strategy, and it's insidiously 
addictive. If you crave a good 
puzzle game, taetirea'fer delivers. 
Rating: *+* 

Silent Thunder: A-iO 
Tank Killer II 

Publisher: Sierra On- Lino 
Developer: Dynamlx 

This game needs a brief preface. 
The A-10 Thunderbolt II is a big, 
bulky airplane that not only 
carries 17,000 lbs, of ordnance, it 
sports a monster 30 mm GAU-8A 
"Avenger" cannon that fires 3,000 
rounds of bullets the size of coke 
bottles a minute. Nicknamed 
"Silent Thunder" by the Iraqi army 
during Desert Storm (due to its 
increrJihly quint engines), It's ore 
of the most feared ground-attack 
planes in the world. 



Unfortunately, tlie latest sim 
to put you in the cockpit of this 
flying death machine never 
maneges to catch the rem power 
of the A-10 experience. It delivers 
great graphics, wonderful views, 
and neat espfosions, but the Flight 
model is one of the worst of its 
kind, and the least accurate. 
Considering the plane in question, 
it's rather ridiculous to gain 
altitude while flying upside clown. 
Barrel loops are a breeze, and it 
you hit the rudders the craft 
responds nimbly and quickly — far 




e amazing, but 

Silent Thunder's flight engine just 

doesn't help gameplay In any way 






Simply put. Silent T'-.um'pr 
Isn't much of a flight sim. 
comes closer to Descent 
Terminal VfefocVrythan Jane 
Advanced Tactical Fighh 
as an action title, you coulc 
that it's not half bad. Howe 
being touted as a sim. and 
sim. it's more than half bad 

Star Trek: Klingon 

Publisher: Simon and 
Schuster Interactive 
Developer; Simon and 
Schuster Interactive 

Whether this is a game o 
movie. Star Trek: Kfingon 
much fun. Klingon is actu 
more than a widen disc that 
you click the mouse every 
and then to see more movie 

thing, you have to see part: 
movie you've already seen ; 
To be sure, the footage i 
produced, the actore are cor 
(inducting a few from the TV 



v little 
makes- 
now 
Of 
% 
of the 




The FMV in Klingon is dece nt, but 
trie game still makes about as 
much sense as this s< 



• I of 



series. i. and i;'s £lh a "int: siiry 
But Xlrngon is less exciting t(i, 
even an average Star Trek 
(take your pick of series], i 
course, paying, for this at yi 
software store makes it a i 
more expensive propositior 
just watching TV, 

When you get to the end 
realize that not only have vol 
wasted the past two hours 
because that's about as long 
takes to get through the garre 
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but that for ra igi- ly on.-- fi-nth cr 
the cost, you could have had more 
fun renting Generations again. 

Unless you're caught up in 
the idea that Ktingans are better 
than humans, or you have a 
strong desire to know every tidbit 
of information about a fictional 
race {the game actually features 
a half-ass, "How to Speak Klingon" 
tutorial, for whatever that's 
worth], you'll be sorely 
disappointed wilh this one. 
Rating: * 

Strife 

Publisher: Velocity 
Developer: Velocity 

Strife is one of the first games to 
incorporate a role-playing element 
fn a Doom clone. This means mat 
rather than just hunting down 
enemies and shooting them, you 
can thinN a little before firing. 

The strange thing about 
Strife, however, |s that although 
it's supposed to be a role-playing 
game with many paths and 

be anything but linear. If you 
make the wrong choice you're 
dead, period. No ifs, ands, or 
buts. This makes it more of an 
acticriDJZzle game with a 
story. ine than an actual role- 
playing adventure. But as long as 
you understand this small 
eccentricity going into It (and 
you're not bored with the Doom 
thing). Strife Is a ffne Doom clone. 
Coincldentally. the 3D engine is 
licensed from Id Software, so it 




Most of the choices in Strife are 
made during conversations with 
NPCs, like this Front rebel, Macil 
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"It's efforts like these that will establish a new 32 bit 
gaming paradigm." 
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plays exactly the same as Doom. 

Among Strife's weaknesses 
are its single meager save-game 
slot, which is nearly unforgivable. 
And if you make a poor decision 
before your last save, the only 
way back is to restart trie ga.me 
— a huge mistake on Velocity's 
pert. Still. Strife is somehow a 
refreshing change from the glut Of 
first-person shooters, even Willi 
the older Doom engine- 
Rating; *** 

VR Soccer 

Publisher: VR Sports 
Developer: VR Sports 

There's no denying that VR 
Sports, Interplay's new 
development team, knows how to 
make a good-looking sports sim. 
Interplay's new Interactive Motion 
Technology, a new routine to 
translate motion -captured 
movement into the game, is 
featured in VR Socce/and it 
makes the players look Incredibly 
realistic. This, along with the high- 
res SVGA mode, make the 
graphics as clean and sharp as 
anything we've seen, 

But then there's gameplay. 
The rate of gameplay Is sluggish, 
the computer opponent seems to 
take far too many liberties, and at 
high-res. the preferred mode, the 
game simply doesn't run well. 
Although control is simple. 
■especially if you have ajoypad, 
it's usually a shot in the dark 
whether you'll hold onto the ball 
for very long. And for some 




angles and decent gameplay 



sTiFingfT reason, she comouier can 
Steal the ball ridiculously easy. 

Still, there are lots of perks. 
The camera pens from different 
views during play, and at any 
point, you can replay the action 
from nearly anywhere in tfte 
stadium. There's also inultiplayer 
support and other options. It's a 
good sim, just not the best. 
Rating; *** 



Macintosh 



X-Wing 

Publisher: Luc as Arts 
Developer: Lucas Arts 

lbs original PC version of X-Wing 
was a deserved, runaway hit. 
thanks to little things like 
excellent control, breath-taking 
graphics (for the time), and the 
way the game perfectly captured 
the atmosphere and flavor of the 
Star Wars universe. Macintosh 
users have been screaming for 
years for This space combat title 
to appear on their platform, and 
even though it took some time, 
LucasArts has finally delivered. 
V-LV'V.j: doii'sn 1 '. disappoint. 

The Mac version of X-Wing 
sports updated graphics with 
texture mapping and light 
sourcing, In addition to running at 
a higher resolution than the 
original PC version. The missions 
rtit-:itibtfk'fc!-. *irt; liii-inii.ril :cj ;h'i- 
origtnal. although perhaps as an 
apology for Mac users having to 
wait so long, the CD includes the 
Imperial Pursuit and B-Wing 
expansion sets (which were sold 
separately (or the PC). In each of 
the missions, various objectives 
range from destroying specific 
targets, to protecting allied craft. 

There is one minor complaint 
that's often leveled at this game, 
and which hasn't been changed 
for the Mac release. In genera- 1, 
the game is challenging not 
because your ship is threatened 
(although the enemy Al can be 
quite devious). But because the 
objectives are often very difficult 




to carry out. Expect to fly 
ship from Imperial assault 



to n 



ndjo 



r o'id <:. 
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before discovering the righ; 
combinations of strategy, s 
and luck to complete their. 

On the positive side, ha* 
the ease and response of lie 
game's controls are still 
the best ever designed. Th ; 
mission briefings graphical y 
explain your objectives a 
long way toward making trie 
player feel like a part of th J 
and a member of the Alliarr. 
while still steering clear of II 
"slow-everything-down" 
by others in the genre. E 
of the inclusion of the extr^ 
scenarios, there are a tr. 
ships to pilot: the tradit 
Wing, the speedy A-Wing, 
sluggish but powerful YW 
the hearty B-Wing. 

Overall. X-Wing -for the t\ 
a welcome addition to 

growing Macintosh gar 

market. TfiS only question i 
how long will Mac use 
wait for Tie Figntea 
Rating: -**** 



Super NES 



Olympic Summer Games 
Publisher: T-HQ 
Developer: Tier Tex 

If there was ever a videogame 
that recalled the button-crunching 
fury and spirit o* Konami's arcade 
classic Track ana Field, T'HQ's 
Otyrnnic Summer Games for the 
Super NES is the one. 

Although buried behind sub- 
standard graphics (even for 16-bit 
standards), Olympic Summer 
Games features the multiple 
player gameplay that made 7racfr 
and Field so popular. Gameplay 
consists of making your Olympic 
athlete run, jump, shoot, and 
throw through an array of 10 
different ewnts. 

There is a challenging 
balance of button-pounding 
ferocity and precise timing 
required in order to suctfis-'ifully 
compete in the various events. 
And most players will find that 
there Is definitely a steep learning 
curve before a player will be able 
to master the contests. This is 



SEE MONTE CARLO. 
ATA LEISURELY 200 MPH. 
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Olympic S 

feature superb graphics, but It 

does feature classic gameplay 

especially evident in the jumping 
events which 1 require a precise 
balance between the manic 
button pounding and perfectly 
timed jump command inputs. But 
regardless of tne initial frustration 
that discovering the timing 
patterns of the game inspires, 
Sticking to the game will reveal 
the considerable entertain merit 
value behind the traditional looks 
and garneplay. 

Judged against today's 32-bit 
graphics standards, Olympic 
Summer Games would probably be 
deemed visually lacking and 
wanting in innovation and style. 

But considering the dearth of 
quality 16-Mt titles available now. 
this game will having you 
believing the adage that a game 
doesn't need to look good as lone 
as it plays well. 
Rating: *** 



Genesis 



Time Killers 

Publisher T*HQ 
Developer: Incredible 
Technologies 

It's rare that a game is released 
which lacks any redeeming 
qualities whatsoever. But with 
Time Kilters, a disease has been 
released in the world thai should 
serve as 3 warning to future 
generations to come. Developed 
more than three years ago, Time 
Killers was a coin-op game that 
should never have been released 



in the arcades, let alone 
scheduled for porting over to 
Genesis. But as the number of 
titles for the 16-Prt systems 

dwindles;, Lfi£it" .stMSms lo tie an 

urge by a number of companies to 
release whatever drivel resides in 
their outdated closets. 

Harsh words? It takes 10 
seconds of play to convince even 
the mos.t casual gamer that Time 
Killers is easily the worst example 
of a 2D fighting game in history, 
lhf- :'iriril!ir:s and animal on me 
inily £orxi for nostalgic value, in 

lhal vdu'J sweai vuu'ro yayinrf -i 

first-generation S-blt game. But the 
absolute wgfsJ quality of Time 
Killers is a horrid control scheme 
that reduces pulling off even basic 
moves, tet sione what passes tor a 
special move, to sheer chance. 

Is there anything that 
elevates Time Killers? There are 
moves for bloody decapir,=itions. 
but rest assured, any amusement 
derived from the macabre humor 
will soon be drowned in the 
nightmarish hell of the gameplay. 
After lO seconds, you might well 
wish someone would rip your own 
head off. just to kill the pain. 
Rating: * 
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Arcade 



Midnight Run 

Publisher: Konami 
Developer: Konami 

Within the last few years, konami 
has poured loads of cash into its 
R&D department in the ho|ie that 
this tack would produce a 
killer apps. Midnigftt Run is 
those games that cor 
extremely close to hitting he 
mark, but misses by a fe 1 

Midnight Run packs . 
competitive racing (four < 
compete at once), adequately 
challenging Al, three track;-, and 
manual or auto transmission, 
coolly developed so gamer; can 
switch any time during pla;, 
the game performs an odd b 
compelling act of blending R 
Rater's tight control and Laytona 
U.S.A's awesome powersli ii 
into One game. 

Souped-up street ci 

selection is varied (choose 

four) and custom selection:! 

possible, while both in-car 

beriind-the-car viewpoints 








I Want to humiliate your opponent? 
Just find the short cut in Midnight 
Run's medium track and you will 

stiitujiaLjIe, The driving itself is 
fast-paced and most of the cars 
tightly hug the road during the 
sharpest of turns, though it seems 
that the amount of pedestrian 
cycles, trucks, and other aulos 
make the game more of a 
challenge than the courses 
themselves. Track Two has an 
expert's short cut which will cut 
gamers' racing time down and 
presents a formidable challenge of 
twists and sharp turns. 

Still, despite Konaml's efforts 
in the R&D labs. Midnight Run is 
only slightly better than the 
average racing game, and 
ultimately ill just rloesn't crime 
close to Daytona U.S.A. 
Rating: *** 

Run and Gun II 

Publisher: Konami 
Developer: Konami 

The big-time, in-your-face offensive 
arcade Basketball game that was 
the mother of all five-player hoop 
games now has a sequel, 
adequately named Run and Gun II. 

What sets the sequel apart 
from its predecessor doesn't 
amount to anything terribly 
profound. Aside from subtle 
changes like the addition of alley 
oops, better oall handling in the 
form of spins and more controlled 
dribbling, and defensive moves 
like block outs, the game isn't 
wildly different. 

On the other hand, Run and 
Gun n -eat tires competent 
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SPEEDS FAST ENOUGH TO 
TRIGGER THE DUAL AIR BAGS IN YOUR CHEST. 
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TO YOU, THE PC IS MORE THAN A MACHINE., 



IT'S AN OBSESSION. 



PURE LUST. 

And that's why we've created boot boot is the new monthly 

from Imagine Publishing, bundled with a CD-ROM and 

accompanied by its own unique web site, boot is a rich, 

integrated environment - and the only publication 

devoted to the true PC aficionado. 

PURE ADRENALINE. 

Every month, you'll get features that help you tweak today's PCs 

for screaming performance, expert reviews of the most raging 

software, and hands-on hardware testing that goes beyond the 

statistics. In the past, you tore through all kinds of magazines, 

newspapers, and online sources to feed your need for the best. 

Now you have it all under one name: boot. 

PURE PC POWER. 

Call 1-888-4IMAGINE today for a free issue at 

NO RISK! You'll receive 11 more issues, that's a full year 

of boot, for only $29.95 - a savings of almost 70% off 

the cover price. The premiere issue ships in July. 

Please note: if you are a current subscriber to CD-ROM Today, 

you will automatically receive boot beginning 

with the August/September issue. 



Ill 



rating arcade 



GOD AWFUL 

War Gods 

Publisher: Williams-Bally /Mid way 
Developer: Wtl 1 1 ants-Bally/ Midway 

As game companies dive into the 3D fray, each is coming up with its own uniquely fashioned results. 
Gods, Williams* ambitious new 3D laboratory test rat, both succeeds and fails in varying degrees. 

The development tesm designed an innovative "digital SKirT by capturing 3 costumed model's form, 
combining this digitized data witn moti on-capture technology (using actual martial artists), and resultir g 
in an unprecedented 3D look. In that it's new. this technique succeeds. Unfortunately, trie final playable 
result is Stiff, even mechanical character movement, rial at all like the smooth movement found in TeM'ei 
2 or Vlrtua Fighter 2. In addition to trie mildly embarrassing Singling Brothers' character design, 
(combining Greek, Roman, and sci-fi themes), characters often appear jagged-edged, blocky. and look I 
cut-outs in front of particular backgrounds. 

The- gameplay sadly depends on knowing Mortal KotWatm 
to the series), After slaying: forjust a few minutes, gamers will 
containment spells are comparative to SirD-Zero's 
freeze; Maximus' net is just like Cryrax's net: and 
Scorpions grappling hook has the same effect as .w-^Qfe 
Voodoo's reptilian hand, which extends across half 
the arena. Sweeps, upper-cuts, teleportation 
moves fill 1 out the comparison chart. A large neon 
green button was created to enact 3D escapes, 
prajectiles, and as many as 10-move combos. 
Again, trie path into 3D is a disappointing gimmick 
that ends up being awkward, despite the 
expansion of the move list into 3D, 

The final blend of all Ihe-se elements creates an 
arcade game ihat just doesn't add up to the overall 

ambition of the project, although not for Midway's 
lack ol trying. 
Ratling: * * 



other title out there: Players can 
select anj of tin: fiver team 
players during trie game, wHile 
Keeping time With a pounding 
soundtrack, all playable NBA 

i. and four-person 
competitive clay. The game didn't 

a huge workover. and 
Konami recognized that. 
It's not your father*; 
Oldsmobile. but it's multiplayer, 

arid !Jc}jL'II!.:ij|jll: ^'J(jd fUH. 

Rating: *** 
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gf 10-Your 486 work? great-as a flower press 



<A 9. You talk in a wild 
'extensions' and 







\ 



\ 



, animated manner about new 
peripherals' 



r/ 8.You try to double click on your bar of soap when 
w you shower 

xA 7 You feel the urge to enter command E to eject 
\0 J 3 your Pop Tarts?{om the toaster 



I C< 6.You wish this was a "Top Five" list so you could 



'"get bade'tb your Mac sooner 

/\ 5.At bedtime, you read tnsldt »M**fg* tog" 
^ three-year old Mac whiz instead of Dr. beuss 

[^ 4.You turn on yolr TV and are concerned when 
you don't see a smiling icon 

^ 3 -K^^i»^^- year " 
founder, Stephen Wozniak 

[gf 2. You're always telling people you can quit using 
your Mac anyt me you want to... 
And the #1 reason why you Know you're a 
MacAddict?? 

\f If there wis a magazine called 
/\ MacAddi fe you'dsubsenbe to it ! 



A better machine. A better magazine. 



ntroducmg the most innova- 


hardware, software and tech 


tive and comprehensive 


nology trends. Don't miss ol 


>ublication to date covering 


premiere issue shipping in Ju 


he Mac home market. 


To order a subscription o 


If you can't seem to tear 


for more information call us 


yourself away from your Mac, 


at1-888-4IMAGINE. Enjoy 


you won't want to miss the 


the savings of 1 2 issues + 1 


one magazine written by the 


CD-ROMs for only 529.95. 


experts, for the experts, with 


And don't forget to chec 


all the latest in news, reviews 


out our addicting Web site 


and features on cuttine-edse 


htto:/ Vwww.macaddict.com 



32-bit gamers' 



Every 32-bit "next-generation" game, r 



Hvery month the gaming powers that be 
craft, and in cases. churn out 
videogames by the dozen. And every 
month Next Generation's reviewers 
exhaustively play and rate every new game in 
our own finals seciion. These scores are then 
incorporated into this, the 32-bit gamers' 
guide, which is meant to be used as a quick 
reference a videogame bible, if you will. 

There isn't room, however, to include PC 
or Mac games in this guide. Also note that 
many games here have been superceded by 
sequels or updates (Sega's Viruio Fighter series, 
for example), In these instances, be sure to 
select the later version. Also note that where 
a game is accompanied by the suffix (japan), it 
means that the game is — at the time of going 
to press — only available as a Japanese import. 

Title Punisum NG Ranna 
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ESCAPE TO CREATIVE FREEDOM 



* 




Konunii Computer Entertainment Chicago Inc. 
(KCEC) continues to lead the industry In quality 
entertainment software development for both 
Consumer and Coin Op markets. We'll give you the 
kind of leading edge equipment plus the no-holds- 
barreri freedom you need to create tomorrow's hit 
games. Along with all of this you'll get the rewards 
of a terrific pay and benefits package. Relocation 
assistance is also provided. 



We are currently seeking: 

• Team / Group leaders 

• Designers and animators - 3D and SGI 

• Graphics and animation programmers - 
C, C++, assembly 



For consideration, please submit your resume to: 

Konami Computer Entertainment Chicago Inc. 
Human Resources DepL 
900 Deerfield Parkway 
Buffalo Grove, 1L 60089-4510 

Fax: (847) 215-5242 
E-mail: jcoiello konami.com 
http://www.konami.com 



KONAMI 



Educati onal Opportun f tj 



M Educati onal Op po rtun 

u't'MeDIA 



Authoring 

Programmf nq 

Animation 

Digital Audio 

Video 

Computer Graphic 




Interactivity 

Starts here. 



1.80T. 786. 1992 

OP http : //w ww. aii.edu 
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The Art Institute 
A* of Pittsburgh 

ill jZ5 PtHN AVENUE 



SAY YOU KNEW US WHEN... 

Senior/Junior Programmers 

3D Artists/Animators . 
Game Designers/Producers 

Cyclone Studios is a high-energy video game 
developer and computer animation/spocial- 

effocts company based in Mcnlo Park. 
We're seeking outstanding individuals to 
fill the above listed positions. We offer a 
very competitive salary and benefits 
package. Send your resume and samples to: 
Cyclone Studios 
3515 Edison Way. 
Mcnlo Park, CA 94025 
Attn: Human Resources 
Fax (415) 568- 1810 



I 



TIBURON ENTERTAINMENT 

If you aren't with us, you're starting to look a lot like bait.. 

ttxi iiwy not tuns maul of itt, out you is proodoly liajrd of our (filings, ia iu;u 
swan lutii j: «wiit on uuja/ (jjhkk for Efcctionic >lrt: iucn j; liLiildsri ijf L 'v/js .vi.J 

:'"', jricl no./ -m are looiuny for uiynly LilerHid jnEl iiiO!i/j:;ajirdrjido.ilj so 
uciiori uwnu. Vtejitist J liiinpsiliuvi; jjlary jiiJ : 
i /Kjr OrlJiido, .vriicn faitucs no iUls imytiia : 
uiiny. If you Jie jfi /i/lijt, Hioyumiiiir, /bsi 
' Elian olirsclorj jnd -/ould iii:y 
uiufiilriy^o uiiayou uwia. 





.r!i;:; uiayii-' folio 
ul.t.:. i J no:a;w 

Fro-jMiiunnrj ihoul 



Tiburon Entertainment, HR Dept. 
900 Fox Valley Drive, Suite 202 
Longwood, FL 32779 
Fax: |407)862-4077 
http://www.tibent.com 



Come help us blow away 
the competition. 



; 7T 







ABE INC 



Send your resume and samples to: 

Sculptured Software, Inc. ■ 2144 S. Highland (Jr. Suite #200 
San Lake City, Utah B410B 

or call (HOI ) 486-2222 (ask for Monique) 



& and Ana 



. lists, 3-D Artists and AjBators: 

FIDO Arts background, experience wWi PC or SGI 
based Ml compiler software (Bonis points lor 
Nichtmen and 3-D Studio experience!). Be sure lo 
send appropriate work samples when applying 
(refrain from sending sculptures carved from drift- 
wood or coconuts.) 

Proyratflmers: 

Experience in programming Gaines, Tools, Managing 

graphics, animation, and sound within their codt. Musi 

possess a strong math background, and 68000 

Assembler, C, or C+ + experience. 

Must possess excellent communication skills, love of 

games, and the ability to transform abstract ideas 

info creative designs and graphic images. 

Significant experience in the game development 

process required. 






technology 

tudy at The Art Institutes International and develop 
your talent in fihefields of "", computer" 

I animation. . - and multlmodk Uam 

' the foundations of drawing, perspective, 

color and composition under 

professional instruction. Explore 

typography, design, computer 

graphics and 2- and 3-D 

animation. Financial aid is 

available for those who qualify. 

Ten locations: to choose from: Atlanta, 

Chicago, Dallas, Denver, Fort Lauderdale, Houston, Philadelphia, 

Phoenix, Pittsburgh, and Seattle, aii programs not liable m <a locations. 

Al The Art Institutes International 

3 0(1 SIXTH A VENUE. PITTSBIiHGH. I' A 1 5121 

1 (800) 592-0700 




You're either in the spotlight 
or you're not! 




BY GAMERS. FOR GAMERS 



2D/3D Artists/Animators • Programmers - PC, Mac, Console 
Producers * Game Designers • Senior Sound Designer • Field Recorder 

SERIOUS GAMERS ONLY 



Propaganda CODE is the interactive division of 
Propaganda Films, one of the world's premiere 
entertainment studios. We are looking for qualified 
personnel in the following positions to join our in-hot. 
game design and development team. 

Senior Art Director requires strong art direction and 
pre- visualization sIciEls, nan -1- 



Traditional animation, illustration, and character design 
talents a plus. 

Technical Director oversees all programming teams; 
plans and implements technology strategy. Re< 
cross-platform software engineering background, 
familiarity with Web tools (Java, VRML, CGI scripting), 
and server technology. Expertise in multi-player games 
and artificial intelligence a plus. 

Animators and Illustrators to work on hand-illustrated 
animated graphic adventure game (2D). Famil' " " 
with comic book and graphic novel 
illustration techniques a plus. 

Send resumes and demo reels to: 
Propaganda CODE 
940 N. Mansfield Ave. 
LA, CA 90038 
fax 213-462-7344 
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Producer 

CHILDREN'S INTERACTIVE 

Fox Interactive is seeking a Children's Interactive 
Producer to originate and oversee the day-to-day 
progress of internal and external developers working 
on Fox Interactive CD-ROM products. The Producer 
will have both creative and administrative oversight oi 
products inspired by the Fox Television, Fox Filmed 
Entertainment and the Harper Collins Literary libraries, 
current and upcoming releases as well as acquired or 
original projects. This includes ensuring the products 
remain true to game design and specifications and are 
completed on time and within budget. 
The successful candidate must have a detailed 
understanding of children's entertainment and 
educational multimedia software including graphics, 
gameplay and programming. A minimum of 2 years' 
experience required as an originator, developer and/or 
producer with a heavy emphasis on children's 
interactive products. Must have the ability to keep track 
of multiple multimedia projects and vendors. 
Experience should reflect recognizable multimedia 
children's entertainment and/or educational titles. 

We offer a competitive salary and benefits package. 

Experienced Game and Children's Associate 

Producers as well as Game Analysts will be 

needed for future projects. 

Qualified candidates may send 

resume with salary history to: 

Fox Interactive, Personnel |# *\ » 

Dept. LMT-INT, P.O. Box 900, 

Beverly Hills, CA 90213. EOE. 
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REAL CAREERS IN I 
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In a world full of virtual claims that often 
ignore reality, Virtu-ality Inc. stands head and 
shoulders above its competitors by continuing 
to deliver world class, affordable Virtual 
fteality solutions to Its customers. We are 
proud of our unwavering dedication to the 
development of Pmmersive Virtual ReaSity 
(IVR) technologies and products. 
We ate a small 520m company focused 
upon Application! and TfctHnaloyy. But in 
this embryonic and contagiously BttWng 
field, vie have rapidly gro' 



1. 5 a l.-,.»;„.!-„4 : l,m u = lion-.-l,n»,... 'Jon,,;! 

We are actively recruiting experienced 
professionals mho share a desire to contribute 
and be part of the history of making IVfi 

Software- lerhnitai and creative. 3D design, 
marketing and sales... Please visit our Web 
fits nowfot hiring details or email your 
resume to sheilaCffVi'tuality-cotn 

For mote information please visit; 
wHiw.Virttiality.com 



location he-re In California 
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Interactive IV 

Stormfront Studios, 
developer of lop quality, 
multimedia and on- 
publishcrs such as 
America Online. Oi 
ball 3, Andretti Racing. 
Madden Football 
Wc specialize in state' 
tainment, storytellim;; 
following opportunit 



H 



ultimedia Opportunities 

located in San Rafael, CA, is a leading 
', award-winning games for the 
line markets. We've worked with top 
Viacom, Electronic Arts, Sony and 
r titles include; Tony LaRussa Base- 
Star Trek: Deep Space Nine, John 
the Neverwinter Nights, Stronghold, 
of-the-art sports simulations, edu- 
and multi-player on-line games. The 
cs are available: 



Sr. PC Game! Prog rammer ■ PSX Programmer 

On-line Programmer i PC Game Programmer > Graphic Designer 

3D Sludia Art i si/ Animator i Sr. 3D Studio Artist /Animator 



If you're interested 
dedicated to creativ: 
and recognition for 
resume. We offer out 
in the stock options pitogra: 



c/o Marta Dagli 
Fax:415-461 



STORMFRONT STUDIOS 

i P0 Box 948 i Ross, CA 94957 
3865 i E-mail: MDaglow@aol.com 



3 3 

IS 



i a team-oriented work environment 
y. innovation, integrity, high quality 
our contributions, please send your 
landing pay, benefits and participation 
im [or nur privately held company. 
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Subscribe Today 



Ever;/ cutting-edge issue o 
includes a CD-„ 
featuring demos oi the bes 
games on the market. 

Lews i scoc 
columns, and strategies to 



...and we 11 
over half off the 
cover price. 



EBGAMER 



off the newsstand price, And as a bonus you will also 
receive PC Gamers The Best of The CD, Vol. 1" absolutely 
with your paid order. For faster service, have 



your credit card ready and call 
or write P.O. Box 51199, Boulder, CO 80323-1 199. 
H you're not pleased with PC Gameriot any reason, 
retumtheim 
issue and disc, and owe nothing. - 









FaiBi S fc SIS 5135. 
Papain in US Funds 



'"8 BesiJj 



corresponding 



Correspondence is truly a wonderful thing. Without it, where would all our country's postal workers get 
their motivation from? What would the man or woman who designs stamps do all day? Our address: 
150 North Hill Drive. Brisbane. CA 94005. Fax us: (415) 468-4686. E-mail us: ngonline@imaiine-inc.com 




The write stuff 



found the interview with 
Sill Gates in NG IB 
embarrassing. I real(7e 
Willie has a few more dollars in 
the bank than I do. so he must be 
doing something right, bur. I feel 
compelled to point out some of 
the smoke Gates was blowing 
about how the PCs are going to 
catch and beat the consoles. 

At one point, 8HI states that 
PCs will have surpassed the 
consoles by '97, when certain 
PCs come equipped with a 
standard 3D accelerator card. 
Who is he kidding! It's now a 
full three years since the P5 
(Pentium 60 and up) was 
introduced into the "affordable" 
home market, and yet die 486 
DX66 is sail the median machine 
for game developers (meaning 
more families own that machine 
than any other). One could have 
purchased every one of the next- 
generation consoles, along with 
five games each, and still have 
spent less money than on any of 
the P5s coming out in '97 with 
an integral 3D accelerator card. 
Second, to say that the only 
advantage PS-X has over die PC 
is texture mapping is a gross 
understatement. The fact that it 
has realtime texture mapping 
with shadows and transparencies, 
for million", of polygons, for a list 
price of now $200. would be 
more accurate. One would have 
to spend 17,000 (PI33.goocJ 
accelerator card, 40 MB plus EDO 
RAM) on a PC to got the same 
effect, and there wouldn't even 
be a game to showcase your 
now very expensive hardware. 

I offer Willie a free piece of 
advice. Don't try to beat the 
consoles.. Instead, concentrate 
on what PCs are good for: sims. 
strategy, and mtiltiplayer 



networking, I his is akin to a 

trying to beat out the 

ind bake turkeys 
in the oven. Neither is practical 
for the other's job, and the same 
applies for PCs and consoles. 

Steve Bowler 
niono1ithgrp@earthltnk.net 

The Bill Gates interview, and his 
assertion that PCs will overtake 
consoles in terms of graphic 
power, has generated more than 
a small amount of response. Two 
things: One, an increasing 
number of PC titles are caking 
advantage of 3D accelerator 
cards and — assuming that 
Microsoft's Direct3DAPI ever 
gets past the beta stage and 
eliminates the need tp program 
directly for each specific card — 
that number will only ir 



PCs have lo be powerful, 
purpose machines, and th 
expensive. Consoles on I) 
to play games well, 
always offer the CO 
better price-performance 
for that reason. No i 
impressive PC games 
become, the cash vali 
of use consoles offer 
will ne\er disappear from 
game market completely. 



general 

arefore 
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games 




Also, while PCs aren't likely to 
drop significantly In price by '97. 
the trend is for PCs to become 
cheaper while each generation of 
consoles gets more expensive 
(your $7,000 price point also 

However, your argument is 
correct. By their very nature. 



m writing to yoi 
what could happi 
game compani 
plunge and start to desigr 
for Windows 95 with these 
"standard" APIs and SDKs. 
Setting a standard with an 
operating system is a bad idea. 
Right now designers take 
their time making games, pnd 
when they're done we ge a 
game like Quake. Make a 
standard and the market Is going 
to be flooded with games! that 
run great in Windows 95 but the 
quality of the garni 
rendrgod@a< 



Wrong. While in some cjses 
setting standards does re:ult 
less creativity going into 
design and titles starting 
the same (which happene 
certain extent with PlaySti 
games toward the end of 
first wave of releases), th; 
the case with APIs. 

In general. all an API 
make it easier for designi 
communicate with variou 
of hardware. In the case 
DirectSD, for instance, it 



game 
1 to a 






s the has 



i of tiai irvg 



program for every indi 
accelerator. If anything, 
written API will accelerat 
creativity, 



to be spent dealing with 
hardware issues, and game 
companies can rest assured that 
everyone with a PC can run 
their game, rather than just the 
limited segment of the market 
that owns the particular card 
with which they can write. 

Also, keep in mind that just 
because a standard exists, that 
doesn't mean a designer has to 
use it — and frequently, the most 
creative designers don't. 

Earn aware of the 
demographics of gaming, 
and I don't mind seeing a 
little T&A in ads when 
appropriate — nor rippling 
hunks of manflesh, for that 
matter. But on behalf of 
(uptight?] woman gamers like 
myself, I would like to thank you 
for not cunning the m u I ti pie-page 
ad layouts of "Flesh and Fantasy" 
XXX CD-ROMS that I see in so 
many other gaming magazines. 
As a woman in an industry 
dominated by men, such ads 
(aimed at heterosexual men, and 
containing only erotic depictions 
of women) often make me feel 
isolated and unwelcome. 

As the gaming industry 
grows, more and more women 
are coming onto the scene as 
programmers, game designers, 
and artistic directors. Your 
decision not to run ads for 
erotic-pornographic "games" is 
due. I believe, to good taste. But 
more importantly to me, it 
makes me feel that I am also a 
part of the gaming revolution. 
Thank you. 

Melanie Walker 
Portland. Oregon 

Not printing pornographic ads is 
a conscious choice. We feel that 



corresponding 



they have no place in our 
magazine: Altruistically, we don't 
want to offend our valued female 
readers: Pragmatically, the bulk 
of such product can't even be 
labeled as real games. 

On the other hand, we have 
accepted and continue to print 
"sexy" ads for otherwise 
mainstream games — which 
leads us to this next letter. 

n enjoy your magazine. I 
really do, and I thought 
that you had possibly 
changed, but I got issue IS in the 
mail today and was shocked to 
find the Sega "naked lady" ad. I 
have sent a letter to Sega telling 
them that I am very insulted and 
almost ashamed to own a Saturn 
now. But, when I brought your 
attention to this kind of thing 
months ago, you said you'd try to 
do something about it, and I was 
happy But I see that ad dollars 
are much more important to you 
than your female readership. 
You've- shown your spots and 
they haven't changed. I'm 
canceling my subscription. 

Thanks for making me feel 
so welcome- 
Crystal Walters 
Tyndall AFB, FL 

Ms. Walters wrote us once 
before (NG 14) to complain 
about "sexist" and otherwise 
"offensive" ads. However, we 
never said, nor meant to imply 
that we would "do something 
about it." Tent-, wi. d3i 
some blood from a Wipeoui ad 
shortly after, but for somewhai 
different reasons, which in itself 
only underscores the pitfalls of 
dealing with ads and the issues of 
taste and censorship. 

Then as now, we concede 
the point: much of game 

adolescent in cone. However, as 
a practical issue, game companies 
prefer to aim their campaigns at 
the audience they know, in ways 
they're sure will work, rather 
man risk millions on an audience 
that no one's sure- evlsts And. 
once again, the direct approach, 
the one you've already talic-n. IB 
best write the companies 
directly and tell tliem you won't 
be buying their products. For 



always talk loudest 

: --^5T hy aren't Saturn games 
)\ j J being Gouraud shaded? 

I heard Saturn doesn't 
have this built in, but it's simple 
enough to have it done in 
software, The box for Saturn 
even says it can Gouraud shade. 
Also, what do people mean by 
saying Saturn can't do 
transparency? I Saw that 
Kupido's stage In Battle Arena 
foshinden Renw was transparent, 
or is that something different? 

Jason Ubalde 
San Diego, CA 

Actually. Saturn games are being 
Gouraud shaded (a method of 
smoothing the vertices of object; 
modeled from polygons), and 
some, like Toshmden Remix, also 
include transparency. Trouble is, 
you heard correctly; Saturn has 
to do this through software, 
since unlike Nintendo 64 or 
PlayStation, Saturn has little in 
the way of hardwired, built-in 3D 
modeling features. 

H hat's up with you guys? 
\ 1 g You claim to be a 

videogame magazine but 
as far as I'm concerned, you're 
full of it. I read a review of a 
game Called Pulstar for the Neo- 
Geo which you tore to pieces. 
You compared it to Defender! 
How could you? Your reviewers 
must be blind. The game is 
amazing and more like R-Type. 
You also forgot to mention it has 
SGi-rendered graphics. I've had 
many game systems and 1 find the 
Neo-Geo is a great system. This 
is my favorite system because 
there's no pretentious 3D 
garbage. Try playing Nam-75 or 
Magician Lord for a change, 
instead of all that 3D crap. 
Hand-drawn art is where it's at. 
ladies and gentlemen. You also 
compared the magnificent 
Guardian Heroes to Final Figfu. 
That just goes to show that you 
are on the 3D bandwagon, like so 
many other misguided souls. I 
will give you credit for your 
review of Real Bout Fowl Fwry and 
Samurai Shodown III. They run 
circles around games like that 
pile of garbage [Bottle Arena] 



Tashinden and Wrtua frghi 
fighters will always 



Yeah, whatever. 
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n totally confus id about 
sand 
5 improve them, 
have a 27" JVC TV with i variety 
of inputs, inrltiding an S- 
ick_ People have told it b thai 

n S-Video cable fo ' 
Saturn, the graphics will 

t over the standard F CA 
;able packed with the sy l 
this true or are the salesmen just 
trying to sell me a $30 c ible that 
just improves the graphii s a 
! Thanks for any he p 
Mike Scljo< 
Chicago City, MN 



B. Allen 
Lai ral, MD 




There are two schools cf 
thought on this. One, the 
difference to the averagt joe 
between S-Video and st; ndard 
composite video (which uses a;n 
RCA cable) is minimal, lut if 
your monitor is high-em enough 
to handle the S- Video in >ut the 
way it's supposed to, the i, in 
general, you will notice : n 
improvement in both, a : har 
image and cleaner color. 

Whether the difference is 
worth $30 or not is up :o you. 
Personally, that's not a v. hole lot 



harper 



of cash to gamble, and h 
can always return the tii ng if 
you're not convinced. 

nt would be nice f yo> 
magazine devoted some 
more coverage 10 
Macintosh gamps ManyjPC 
games have been 
the Mac. and there are ? 
excellent Mac-only gamt s 



:ck. you 



available. It would also be good 
to point out in your reviews 
which games are cross-platform, 
and what systems they play 
better on. I know that many 
games such as the Doom series, 
X-Wing. and others are enhanced 
to take advantage of the 
Macintosh, and run faster and 
with better graphics than a 
Windows or DOS PC. 

Marcel Brown 
mbrawn@edwpub.com 

Can and will. The problem in the 
past has been that while 
everyone at Ne:xt Generation 
uses Macs every day to put the 
magazine together, until recently, 
most games available for the Mac 
were more or less identical 
ports of PC titles, which we saw 
little reason to cover again. As 
the market has expanded, 
however, we're taking steps to 
beef up our Mac coverage. 

Expect more in the future. 

n think I cracked the 
puzzle behind Sony's 
mysterious "Enos Lives" 
ads. If you look in the Holy 
Bible, Genesis S:6 reads. "And 
Seth lived a hundred and five 
years, and begat Enos. And Seth 
lived after he begat Enos eight 
hundred and seven years." 

Now if you add chose years 
together, 105 + 807 - 912: 
"912" can be seen to represent 
nine for the month of 
September, day 12, and 
September 12 being the day 
PlayStation was released in the 
U.S. Coincidence? I think not! 
Thearrel W. McKinney Jr. 
Cleveland, OH 

Fascinating. Except, of course, 
that PlayStation was released on 
September 9, 

our review of Cybe.rSpeed 
said that the game 
-- looked as good as 
Roseanne in a bikini. 

Would that be a regular 
bikini or a string bikini? 

Jim Ward 
jfw@ saltm ine.rad ix.net 



Jim. you really shouldn't 
too many brain cells on 
this. Trust us. 
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JUST BECAUSE YOU HAVE TO GO TO YOUR ROOM 
DOESN'T MEAN YOU HAVE TO STAY THERE. 




INTRODUCING THE 

PERFECT REASON TO 
GET THE PARENTAL 
UNITS TO BANISH YOU 
FROM THE LIVING 
ROOM. VIRTUAL 
i glasi.es! VTV™TURN 
ANY ROOM 
IN YOUR HOUSE INTO 
A VIRTUAL PLAYDEN FOR YOUR 



FAVORITE VIDEO G 
i-glgsses! INTO YO 
NINTENDO'", 3DO'" 



iiMES. JUST PLUG THE VIRTUAL 
UR SYSTEM (SONY 1 ", SEGA", 
AND LOSE YOUR HEAD IN A 



VIDEO GAMING EXPERIENCE LIKE NEVER BEFORE 



POS5IBLE. COMPLE 
IMAGERY ON A VII 
BLOWN STEREO SO 



i "glasses! 



E WITH VIVID FULL-COLOR 
TUAL BIG SCREEN AND FULL 
UND TOTAL PRIVACY TOTAI 
INTENSITY. TOTAL GAMING. 
SO, WHAT ARSi YA WAITING 
FOR? GO TO YOUR ROOM! 



YOU HAVEN'T SEEN THIS BEFORE 



GO TO YOUR NEAREST 
©ms v..i u ot. o aii t-i B w, n=«.eJ vi.iw.1 , o gnd 



OR CONTACT VIRTUAL J.O AT 1 -800*646-3759 OR http:// 



si Virtual tO, Ire All in 
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At Next Generation, "customer service" Isn't just a line, it's a philosophy. Our 
goal Is to take care of your needs right away. We won't keep you on endless 
hold listening to songs you haven't heard since the Brady Bunch was on Prime 
Time. The faster we help you, lite more time you'll have to do two v&ry 
important things— play games, and of course, read Next Generation. 



Subscription Inquiries 



If you have a change of address, invoice or renewal questions, or haven't 
received Next Generation by the first day of the issue month, please contact 

write: Next Generation 

Customer Service Department 

150 North Hill Drive 

Brisbane, CA 94005 
call: (415)468-4869 

e-mail: subscrihe@imagine-inc.com 

(type " Next Generation" in the subject line) 
fax: (4151 6562486 

For written Inquiries, please include your address mailing label. Please a 
least six weeks notice for any change in your subscription record. 

Web Site 

Next Generation. Onlii 



back issues within the U.S. is $6.49, which includes 
orders send: J 8. 50 in U.S. funds, which includes airmail 



Attn: Batk I: 

15D North Hill Drive 

Erisbane CA 

94005 
Credit card orders: 
call: (415) 4fjk-4869, M-F, 9 a 

e-mail: subscribe ^imagine' 

Ctype ^Nnxt Generatioi 
fax; (415)650-2466 



.forking day. It's an essential bookmark for those who a 

find the environment surrounding it. 
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industry news, every 
serious about gamin 
hltp://www.nexl-gei 

Back Issues 

The price per copy ft 
postage. For foreign 
deliver/. All orders must be prepaid and sent to the following address: 



s a unique Internet experience that provid 




1.PST 

in the subject line) 



riber Names 



tonally rents our subscriber list to other companies that 
■est to our readers. If you would like your name removed 
know. 
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\ The all-time top 100 games 

The 100g7e"aitest games ever made, ranked. No 
no apologies. Sure to generate controversy, this is ti 
Next Generation has the courage to 



iratior. #21 
on sale August 20, 1996. 

Dedicated readers have already subscribed. To find out how you too can save s 

and guarantee your early copy every month, turn to the insert between pages 32 and 33. 
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RETROAIAGS 

Our goal is to preserve classic video game magazines 
from years gone by, before they are lost forever. 

Thanks goes out to everyone who makes this possible. 

Starting with the original writers and editors, 

to all the people involved in acquiring and 

digitizing these magazines. 

People interested in helping us out 

in whichever way possible. 

Either by donating magazines, scanning, 

editing or helping in the distribution, 

visit us as www.retromags.com 

We are only interested in preserving magazines 
which are published prior to the year 2000. 



We have no desire, nor intent to profit 
from these scans in any way. 



So please, 

if you come across people trying 

to sell these releases, 

90 NOT SUPPORT THEM! 



THANK YOU! 
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